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INTRODUCTION TO THIS QUIDE 


The Disgaea series heids a special place in our hearts 
here at Doubledump. The fist game in the series was 
also the gare that we published our Ist strategy 
guide for back in 2003 Its success and populariy 

Îed to the success and populary of DoubleJump as, 

a company, but thats notthe only reason Disgaea is, 
dear tous. We just ova playing the game. What you're 
holding in your hands £ a aber of love. We ve created 
wat we hope 1 uibute to the qualty ofthe game. 


Disgaea 3 is a Strategy Role-Playing Gare (SRPG) 
In you take command and manage an army of 
characters. You can not only manage each individual 
character, but also their eguipment and abies to an 
‘amazingly detailed degree. There is a lt of micro 
management in Disgaea 3, but you dant have ta play 
itthat way. Part af the beauty of Disgaea 3 is that you 
‘can play It however ycu ke, wle stil having fun and 
‘experiencing the challenges that has to ofer 


“Tris garme Is awided up Into tee rain parts. The Evil 
Academy is were you wil start off before every batlle 
‘and where you can manage your characters. Here 

you can buy ters, patch up the injured, talk to varlous 
NPcs, or do allie miromanaging you want tl your 
hearts content. The bate maps are where you ask 
a Dmensional Guide to send you into a pre-aranged 
battle with a group of enemies using any oral ofthe. 
characters at your disposal. Between going back and 
fori between the Evil Academy and your battes, you'l 
‘ind the third part: the game's story. These scenes are 
completely optional and you can slap them at any tme 
wah the pies cf he rangle button. 


Disgaea 3s story consists of eight chapters totaling 
more than sity stages The law ofthe game (sa 
Simple one, as indicated by the lowchart to the left 


If you want to dive into the game straightaway, we 
recommend that newramers and veterans alike goto 
page 15 first and read up on what you need to know 
‘on the Evil Academy You can start right away on he. 
walkthrough, but if Yau dent understand wats being 
talked about here ts a good Idea to tum to page 
56 to fd out. Disgaea 3 Is a very large and complex 
game with a ton of features. Newcomers should 

read a small section, practice f, and then move on 

to the next once (t's understood Dont wory if you 
can't understand how something works in Disgaea 3 
Its impossible to perranenliy screw up your game 
because, as we mentioned before, tete are a myriad 
of diferent ways to pley the game and van. As long as 
vou're having fun, youre playing fright. 


We hope you enjoy playing this game as much as we. 
‘enjoyee maläng hie guide! 


The Doubledump Team 


The son ofthe 
resident Overlord and 
dean of The Nether 
School — Demn 
Academy. Mao is also 
a top honor student at 
the school. With an EQ 
of 1,800,000 and the 
ambtion to overthrow 
his father, Mao has 
alaton his mind. He 
spends most of his days researching comic 
books, video games, and anime in order to 
understand the “love” and “justice” sowers of 
5 hero Although he hates humans, heroes. 
and everything they stand fo, he's not about 
to ‚gnore a potential source of information. 
He's gat a unique viewpoint for a demon, 

and nes hoping thats going to hel him 
Stand oat rom the others hore afer his 
dad stie 


He's also a bt of an addbal. Hes an 
honor student but ne hasn't atended an, 
actual ecture in a long time By beng bad at 
School, he's actvaly at he top of his class, 
He's no slacker, though. Mao s a busy kid. 
he looks for specimens to experiment on, 
heroes to dissect, and ways to bring his old 
man down. Deep down, Mao harbors a lt of 
past trauma and secrets, but he's not leting 
tat stop him from aecomplshing hs goal 
‘Same say his greatest weakness Isthat he 
has no friends, but hel be the istio tel you 
thats a load of crap. 


When he gets really excted, he makes 
strange breathing nolses. Perhaps he gets a 
lie oo excited. 


ALMAZ 


von ALMADINE ADAMANT 
FAILURE HERO 


Aseltsiyled hero, Amaz 
is a guardsman from 

the human world that 

wants nothing more than 

to protect the princess. 

he adores Hes a blof 

s enaar and nat very 

‘confident, buthe sti, 

hasa good head onhis 

shoulders. He provides 

Maa with advice anda. 

sensible opinion every once in a while. Due 
to bad luck Almaz enlers tie Netherworid 

in order to save his princess from being 
Kidnapped by the resident Overlord, but 
instead he finds himself becoming enslaved 
to Mao. Attmes, he can seem really aloof 
and probably thinks demons are a bt crazy, 
buc he's gat a good heart and deep own, he 
believes in his friends. 


Hopefuly, he be atie to prove himself to his 
princess but more important, be abi to find. 
the courage to nat ustbe a hero fanboy. bu 
atue hero. he dozsnt become a derman, 
geteaten, or kept enstaved for al etemiy. 


RASPBERIJL 


Raspberyl is the numbar 
one delinguentat the 
school. Cool hip, ard 
always on trme for cas, 
she is one lerce demon 
She does her homework 
volunteers, and even 
‘sonates to the local 
blood bank whenever 
she can. You could say 
thatthis is her way df proving what a badass 
zhe realy ie and gong rom a unique 
standpoint She's Mao's chidhood fend. 

but even he seems b nat remember this, 
‘often. When the opportunity strikes, she can 
be bossy and demanding of Mao, outs 
‘only because she, deep down, sartof cares, 
Her delinguent actions tend to piss of other 
‘demans; but they tink twice before mess 
ing with her. especially when she's around 
her lackeys 


HUMAN PRINGESS 


The beautiul princess. 
ofte Human Wari 

sheisthe grif 

Almazs drzams 

‘Sady, fo all Almaz, 

knows, she has no 

Idea he's so devoted. 

He's a commoner 

‘o her andnothing 

more. Princess Sapphire is too busy 
Singiehansedy protecting her kingcom 
tom atackers. She is a cold Kler, able to 
take down entre armies (and perhaps even 
Overlorde) by hersef. Ruror has Rthatshe. 
cant cry, and many humans think nat 5 
possible that she could be a demon hersetf 
because of this. 


This doesnt stop Sapphire from beleving 
and pretecing ber kingdom No matter 
waat. she hghis for wint she beleves in and 
nothing wl stop her. Her motto is First to 

stnke, rstto win” If you hear of an Overlord 

being taken doum by a princess, that just 

might be her. 


‘She becomes a transfer student tothe 
Nether School after word spreads tat. 
shell soon be Kidnapped by Mao's dad. 
Nat wanting to sit around and wat or 
she decides lo take down the Overlord by 
herself This is one very busy princess. 


GEOFFREU 


DEMON BUTLER 


‘Quick to be useful in almost 
any stuation, Geofrey is, 
Mao's tusted butler For 
years, he's been at is 

Se, seving his masters 
‘very wim with na com- 
plaints He's a gentleman of 
Soris, even for a demon. If 
intormason is needed, hes 
your goto kind of guy 


Thete'snot much to Geo: 
‘rey, al he wishes is for his master to grow 
up primand proper (fora demon, of course) 
‘and to succeed in his goal of overthrowing 
his father He wont alow anything to come 
between is young master and his goal 
‘There ave tumors lloating around that Gecf- 
ffey, who's actualy qute an enigrma, might 
actual be a stronger demon than Mao. 


An avidand 
passlonate teacher, 
Mr Champloo is 

the head ofthe 
Heme Economics 
departrent at the 
Nether Schoolandis 
& renowned master 
or Pre Chaos siyle, 
Kitchen Fist martal 
arts. Hes qute a 

biof a mystery He tendsto appear out of 
pawhere, speak In cryptie metaphors about 
‘cooking that no one understands, and then. 
disappear in a puff of smoke. He believes in 
‘cooking from the bottom of your heart 


DIEZ GENTLELADY 


Agentielady ofthe Diez 
Gentlemen, shes very 
stist and mitarstie in 
heratitude. She's not 
apart of any army, but. 
shell gve out orders te, 
alles and enemies alike. 
She follows her leader 
without question, and 
considers herselt the best 
ofthe best among the gentlemen. She's very 
Senous in nature and absoltely hates Jokes. 
Making fun of her wil end wah a bulletin 


your head, so watch out around her 
\Sakvatore is an expert gunner and a bi fan 
of excessive force 


As a note, the Diez Gentlemen are a group 
group af legendary seniors, they re con- 
Sidered the rarest of students. Freshmen, 
Saphamores, and Juniors al know them 
by name, but many have not seen them 
mages. 


3 OREAT HERO 


Sir Aurum is a human 
that rose to greatness 

200 years ago. Hesa 

prime erample ofthe 
power cf ove and ju 

tiee, and bath Mao and 
Almaz ere fascinated 

by him 

Almaz flows his creed 
‘every day, locking up. 

to him and hoping that one da) 
have a facton of he pon 


‘and sparkling leader 
phomores, 
His students look up to 
him and his optimitic 
E, 


‘support and 
for 

al ofthe Sophomores. With a sharp tongue. 

and a rose in his hand, he 

to knowjust the right words to say. Even 

humane may indi hard to resist his charm, 

His grestest wish is to one day have all 

students be Sophomores. Oh, and just to 


Introduction 


The Academy is where you'l be spending 
a good chunk of your time in the game. 
This place serves as your base, and 

is a hub of activity for all sorts of 
services to manage your growing 
roster of students. You can find 

ways to heal the injured at the Nurse's 
Room; buy skis, tems, and equipment. 
from the shopkeepers; go to your. 
classroom, customize it and pick clubs 
for your characters to belong to; and even 

explore randomly generated dungeons inside your items and characters. 


Unlike many other games in the genre, you're free to move about as you would in a platformer 
‘game. You might even find some treasure chests lying about the place if you look hard enough. 
These chests can contain either an item, or some money. Money is important in Disgaea 3, 
because without it, you can't buy new equipment for your characters, and most importantly, you 
can't heal those who've been in a fight. 


‘Another type of currency 

is Mana. Unlike Money, 

which is pooled together, 
Mana only belongs to each 
dividual character. tis 
used primarily to buy and 
enhance new skills for your 
characters, as well as for 
dealing with the Student 
‘Council. You can gain both 
Mana and Money in the 
game by kling things. The 
more you kill the more 
options will be open to you. 
Any demon worth their salt 
would agree. 


On the next page is a list of all the important Non-Playable Characters (NPCs) that you can 
‘come across in the academy. Acquaint yourself with each of them and their respective roles so 
that you can remember what each one does and seek them out when you need their services. 
In the following pages this guide will explain each of their services in greater detail. 


Ge 
Di she 
Ex 
oi 


Dimensional Gates 


In order to fight battles in this game, you 
need totalk to à Dimensional Guide. They 
will open up a ist of stages for you to choos= 
from, along with a te box of information 

in the top-ight corner ofthe screen. The 
latter shows you the Bonus Rank (le. how 
good the prizes are from the Bonus Gauge 
when you win), the number of times you've 
previously visited and cleared the stage, 

‘and how many enemies in total have been Sie 
defeated. If it's your first time visiting a stage : 

then you are allowed to skip the cutscene De You be seeing a aaf Geffrey u 
associated with that stage by pressing the 

triangle button to enter it 


There are actually three different Dimensional Guides in the 
‘game. Geoffrey and Prilin serve to send youto all the maps 
during the story as well as stages during the post-game. The 
other one, Lukina, is the X-Dimension Guide, She will send 
you off to the Dark World stages. Lukina will only appear 
ifyou've 
established 
the Tora no ana 
club and have a 
member init. You can 
ignore trying to get 
Lukina to appear, as 
she's really just an 
extra. 
You should 
also be 

i aware that 
® You won't be seeing much of Lukina, though. ee, 

of stages 

cam be played over and over again, there are a few that will 
disappear under certain conditions. Sornetimes il be right 
after the stage is cleared, or il be during a certain point in 
the story. Either way, the points at when a stage is no longer 
available are mentioned In that stage's walkthrough. It pays to 
know if a stage can be repeated or not, because sometimes 
there's certain things you only get one shot at doing, and 
the only time you'l get another chance to do it 
‘on a second cycle. 


Netherworld Hospital 


Healing Your Characters 


In between fighting stages, you should 
always heal up your injured characters. 
Nurse Matildo, who's conveniently located 
near the Dimensional Guide, provides this 
service. When talking to her, you can either 
piek which character you want to heal, or 
heal everyone at once with a simple tap of the 
square button. However, healing isn't free; 
you need to pay a ee in HL to Mafildo so 5 Tr 

that she can patch your guys up.Ifyoudont _” The Nurse is near the Dimensional Gate 
get the money from the stage in which your 

troops got hurt then you're stuck with injured and dead characters for the next bale. 


You should always make sure that you 
collect enough money from the battle to heal, 
everyone back to full health by 

killing as many things as 
possible while taking as 
litte damage as possible. 
In order to help you 
manage your budget, we've 
provided the equation 
below to determine how 
much cash the hospital 


D Make sure you earn enough money to heal up will need. 
for the next batle, 


® Hoorial Fes 


* Cost for HP healing =HP/3 
* Cost for SP healing = SP * 2 
haracter Lv* 30 + (HP + SP costs) "2 


* Cost for Revival = 


Rewards From the Hospital 


Aninteresting feature of the hospital is that it 
will hand out rewards, depending upon how. 


high the HP. SP, and Revival counters are at End 
the Hospital's main menu. given out when the 
recovery counters reach a. 


certain number. 


* Prizes can be picked up 
individually fromthe list available, 


+ tem Specialists and Rarities are 
randomly determined. 


+ Legendary versions of items 
appear only if you have someone 
in the Nursing Club. 


D You can get some nice rewards for using the 
Hospital. Look to the right and below for more infdl 


Netherworld Hospital Gifts 


[zooo | 
E 
[ooo [zooo | 


me 
|) (3 
[ao |oo | 
[2000 | 


mn 


nsumable Shops 


There are three Vendors in the area in ront of 
Geoffrey, and they will sell you a wide variety 
of items. Tanlon and Meimei, the martial 
artists, will sell you weapons and armor 
respectively, while Beatrice can sell you 
recovery items, mana potions, and hands. 


They start off with a pretty small selection, 
but the more you shop with them, the higher 
your Customer Rank will be. As it rises, you'll 


P You can then use your standing to help get better 


eere goods in the store, 


7 be able to request the Student Council to have. 


them stock more expensive items in their 
inventory. This Inventory Rank can't exceed 
your Customer Rank, so if you want better 
stuff, you'll have spend alot of HL to do it. 


As you can see from the below table, you can't 


5 5 buy items from shops that are higher than 
Spend maney so you can inresge your standing Rap ao. vou also notice that you need to 
wi the vendors, spend need TD alion Hato mak out. 


Inventory Bari Rank of tems in Inventory “Total HL spent to reach a Customer Rank. 


Realistically, you really only need to get the nd 
Inventory up to Rank 9 and not bother with ‚ 5 

the higher ranks, because no new items will 5 Vendors Inventories 

be added after that. Finally there are a few z 


items you can add to Meimei's inventory that «spending 
she won't otherwise sel. Normally, ste sells moberincreasns te 
only armor, but if you put characters into the Customer Rank. 
GlassesGirlLovers, Justice Legion NW, and 

5 Deen id + Propose the Student Council 
‘Shoe Artisans groups, she'l start selling Sanne Avena 


Glasses, Belts, and Shoes respectively. Ent osatiour eenen 
Rank. 


« Tanlon sells Fists, Swords, 
Spears, Bows, Guns, Axes, 
Staves, and Monster Weapons. 
+ Meimei sells Armors, Glasses", 


Belts, and Shoes* (“Only if a. 
particular club has members) 


+ Beatrice sells Recovery Items, 
Mana Potion I, and Hands. 


'Takehisa looks like a ninje, and he manages 
the Skills Shop. He's located straight across 
from Angelica the Heart Banker, and you'll be 
visiting him constantly throughout the game. 
This is where you be learning and improving 
your skills and Evilties. 


You first need to accumulate Mana so that 
you can use his services. Mana is acquired 
by having characters kill stuff, and if you have 
the Robber Shop club established, you can 
put characters in there and let their seatmate Pp Dont improve skills so high that their SP cost 
Kil things to gaïn Mana for them so that they bi 

‘don't have to fight. nee 


Every character has their ovm unique list of skills that they can buy from Takehisa. The skills 
you buy are automatically equipped, but if you dont want to have those skills equipped you can 
simply store them inside a character’s repository of learned skills by going through the main 
menu commands. 


Each skill a character learns is permanent; even after reincarnation, the character still remembers. 
the skill. Therefore, ven the character has learned too many skills, ít may be time to delete some 
that you don't want. 


Evilities are passive support skills that you can use to customize the role of your character. Each 
character has a permanent Evility that's determined by their current class, and an empty space to 
fill in with any Evility that you've bought. 


Most importantly, you can pay Mana to upgrade your skills. Skills can be upgraded à maximum 
of nine times, and with each increase, there's also a substantial increase in the skil's SP Cost, 
Power, range, and area of effect. The more you upgrade the skill, the more exorbitant the Mana 
cost is to do so. 


Sha Uograde (*1 
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(“1) Geo Change and Bonus Change cannot be upgraded. Create Box, Create Barrel, Geo Blast, 
and Geo Warp cant be upgraded past +3, 


(2) Create Box, Create Barrel, Geo Blast, and Geo Warp Mana Cost factors for upgrades 1-3 are 
x1, x4, and x16. The Mana Cost for Espoir doubles after every upgrade. 


(°3) The SP Cost factors for Create Box and Create Barrel for Upgrades 1-3 are x4, x8, and x16. 
For Geo Blast and Geo Warp the factors for Upgrades 1-3 are x2, x4, and x8. 


(”4) The SP Cost for Espoir will not be adjusted after its upgraded. 


he Classroom 


Overview 
By talking to Pleinair, you can visit the 
Classroom, where you can do all sorts of 
things to customize your characters. You 

‘can put them into clubs to receive special 
benefits, seat them next to each other to take 
advantage of sore extra benefits, and make a 
variety of requests of the Student Council. You 
an access a variety of important commands 


by pressing the triangle button wen inside __p Talk (o Pleinairto o (the Clesrvam. 
the Classroom, 


GB Important Classroom Commands 


Homeroom 
(aka Student Council) P24 


Here, you can spend Mana for a variety 
of different requests. I's also the place 
where you create and delete characters. 
Reincarnation, the establishment of new 
groups, improving the inventories of 
shops, expanding your classroom, and 
unlocking secret stages and classes are all 
handled here. 


Assigning Clubs & Seats 


P32 


These two commands go hand in hand 
with each other. Signing your characters 
up for membership in various clubs gives 
them special bonuses, but some clubs 
don't give their bonuses until a character 
is seated in a proper location. There 
are also other benefits to 

be found by changing a 
characters seat. 


Student Council Representatives 


When you table a proposal, it vil usually 

be put to a vote. The student council 
representatives are a fickle lof, so you'll need 
to bribe them by making sure they vote your 
way. You can bribe a Rep by placing the cursor as ï 
over them and pressing the X button. In order B Z ' 
to make your bribes work efficiently, you need - Kr 


to pick who to bribe. F FI 
$ P You must bribe Reps effectively for them to vote 
Ideally, the Rep who holds the highest Ene 


number of votes should be your first priority, 
but be careful, as certain groups of reps 
oppose one another. IFyou bribe one Rep, all the Reps opposed to him will be more likely to 
vote against you. You should also bring in various items as certain Reps prefer a particular 
item over others. Finally, who you bring into the council meeting may give a favorable or 
unfavorable impression on the Reps. 


Ras rus 


pe Council Legendary 


resentatives 


In some votes a Legendary Rep may appear. 
These characters have a great number of votes, 
‘and successful bribing them is important. 
However, when they appear their leaning 
toward you wil be randomly determined. Unlike 
normal Reps, they have special powers, and 
‘cam dramatically turn the tide of the vote. They 
‘don't have any predetermined preferences for 
bribes, so you should work on bribing them, 
before anybody else. 


Student Council Bribing 


You should also be careful of who you bribe with what, because the item you pick can have 
varying results. The more you successfully bribe a Rep, the higher its affinity toward you will 
climb. The higher the affinity, the better the chance the Rep will vote in your favor. 


There are also some special items that can 

be used as bribes that can have some special 
effects. You can put Reps to sleep to prevent 
them from voting, or you can use bombs to 
wake up those Reps, but their affinity wil 
drop a bit as a result. You can also make. 
Rep so drunk that its reactions will be 
unpredictable, or give the Rep some medicine 
to cure their drunkenness. There are also 
special items that Reps will universally like no 


N Bes sue zou dant homba Rep that isntsleeping. _ matter who you give tto, 


You can monitor how much a Rep likes you by looking atits color orthe description above 
its name when you move the cursor over it. Basically, the deeper thered coloring, the less the 
Rep likes you, and the deeper the blue tint, the more the Rep likes you. 


Bribe Efects Table 


Predicted Elect 


Result 


tiem pes 


Affiitier Chart 
Hon 


Student Council Proposals 


There are a ton of proposals you can table to the 
Council. On the next page is alst of every proposal 

you can make along with when they can become 

available. You'll need to use the Student Council to 
establish new clubs, unlock new character 

classes to create, as well as to visit many De 
additional stages. 
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Proposals Table 
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“x= The Mana cost of the new class the character reincamates into + a specific amount based 
on the number of reincanations. (Page 31) 


“y= An additional 10 Mana is added to the cost for every previous time the proposal was 
passed. Can only be proposed a number of times equal to the Customer Rank. 

*z= An additional 50 Mana is added to the cost for every previous time the proposal was 
passed. Can only be passed 20 times. 


Creating New Characters via the Student Council 


In order to create new characters, you need 
to have a preexisting character with a certain 
‘amount of Mana. The first step is to pick a 
class you want to create. This will determine 
how much Mana is required. After you've 
picked the class, is time to generate the 
character’s quality. High quality characters 
get additional points to add to their base stats, 
‘and the amount goes up substantially for the 
higher qualities. Note that the two highest 
qualities, “Distinguished” and “Genius,” p Is a waste of time to ask for the Council's ap- 


require a confidence vote by the Council proval on creating a character. 
before you can create such a character. 


As you can see from the following tables, different classes have different costs depending 
upon their class and Rank. For instance, if you wanted to create an Average Rank 5 Male 
Warrior, you'd see that Warriors are Type A and Average Characters cost 50 Mana to create. 
However, since the Warrior is Rank 5, the cost is multiplied by 2.2. Therefore, the actual amount 
of Mana required is 110. 


Classes Listed by Creation Type 


Classtjnes _ UistofCiassee 


Warrior (Mor B, Healer (M or P), Mars Artist (Md oe FL, Armor Kri 
ro, Sh Indaad, Marlorere 


zac (Mor E) Guine (Morf), Nije (N 


Dragon, Dragon Zombie, 


Mars Cast Mater 


Rank! Rank2 Rank3 fmké Ranks 


Reincarnating Characters via the Student Council 


Reincarnation is an important process in Disgaea 3, You'll need to use it in order to gain access 
to the higher Rank characters in a given class. Is also useful in readjusting your base stats to 
get even higher stats at lower-levels than what 
was previously possible. 


When you reincarnate a character, you can 
pick its quality as you would by creating a 
character from scratch. Yo’ get a lot more 
bonus points to assign to their base stats, 
though, and you don't need the Counci's 
approval to create a Distinguished or Genius 
quality character. You'll also receive a boost to 
all your base stats depending upon how high 
that character's stats were without equipment. 


DA food time to reincarnate is when a new rank 
As a nice bonus, if you reincarnate a in a character class is unlocked. 


story-based character, such as Mao or 


Raspberyl, their Equipment Aptitudes will go up 

by 5% each time you reincarnate them. This bonus 
stops after the Bth reincarnation, but it does prevent 
them from falling behind the generic classes who 
can have really high aptitudes quite easily. 


sof Reneamators __ Mana Required 


Take note that every time you reincarnate a, 
character, the amount of Mana required is increased 
as noted in the table to the left. 


Also, be aware that all the Manathat the character 
has eamed during their incarmation will be lost when 
reincarnated, but al their skis will be retained. A 
portion of their Skill Exp (noted by the Inheritance 
Rate on the reincamnation screen) will also be 
retained. Skill Exp can largely be ignored, because 
Skill Upgrades carry over and have a far greater effect 
on skills than Skill Levels do, 


Clubs 


Clubs are à means to give bonuses to specific characters. A club can only hold so many 
characters, so you need to decide how best to split up your characters into clubs to get the 
most out of them. The first member that you put in to the club is considered the club's Leader, 
‘After including more members, you can 
pick which one of the members can be the 
leader with the triangle button. 


The Leader receives a boost to all stats 
equal to 10% of the member that has the 
highest stat in the club (with any gains 
from equipment excluded). The Leader 
should therefore be the one who has 

the lowest stats, so that he can gain the 
biggest boost from all the more powerful 
members. Ifa powerful member becomes 


tne leader, their stats will only increase » Note: Not everyone in your class can be in the 
slightly, because the other members’ stats, same club, 
will be lower. 


‘Another benefit 
Leaders have is 
the abilty to use 
magic spells from 
their subordinates 
váthin the group. 
Leaders can only 
use subordinates’ 
magic spells when 
they are standing 
ps beside them in 
ne > battle. Unlike in the 
5 previous games, a 
Leader that uses 
spells this way 
does not gain 
p A Club Leader can use the Magic of their subordinates if they're next to him, Skill Exp toward 
it and it cannot be 
inherited. 


Lastly, ia humanoid and a monster character are in the same club, then that monster can use 
the Magichange command in battle. However, this command can only be used when a monster 
is standing next to a human that's ín the same club as they are. See page 75 for more details. 


Club Name 


Going Herrers 


Max Mmbee 


Skipper 


Soumste 


Deerioad 


Termy, 


spon lom monster gives +5% 10 stats, and 


Hal Monitors 


Chairman, 


Musio Club 


Manager 


Leader ear enable the selection of BGN or the kem World. 


“he canoe ofthe Innocent vin aonearing by 10% 


General 


‘oan enable Sasces to be bought in the Armor Shoa. 


Leader can enable Shoes ta be bought the Armer Shoo 


Elactiar 


Nembers can become vorig Rüps To you during Hemerom 
votes (Page za). 


Taadar can vile Aeverse Prang. Members Increase Pirate, 
courier raze (Page 51 


Hall Monitors Club Effects 


This club will allow you to grab an item from 
a Rep's backpack while the Student Council 
Is having a vote. You can only do this a 
limited number of times per voting session. 
The limit is equal to the number of members 
you have in the club. To do this, move the 
cursor over to the Rep as if you were about 
to bribe them. Now, instead of pressing the 
X button, press the square button and a list 
of items that you can take from the Rep will 
appear. Is possible to get some really nice 
items for free this way. 


Election Committee Club Effects 


When you put members in this club, they 
will be allowed to vote on the proposal that 
you've chosen them to propose. Basically, 
members will now appear during Council 
votes. The number of votes they will get. 

is determined by their level. However, if 
those members vote against you and you 
try to force the vote, you will not be able to 
use the base panel or control them in the 
ensuing battle. 


P You can freely take items from Reps during votes. 
with the Hall Monitors Club, 


® Dont force the vote if the Election Committee 
Members vote against you. 


votes = Level / 10 


«IFLevel is 101 to 500, the number of 
votes = (Level /100) + 10 


+If Level is 501 or above, the number 


»IFLevel is 100 or below, the number of 


Expanding the Classroom 


As you increasethe number of students 
in your squad you will probably run out of 
spaces for them. In that case, you'll need to 
propose a bigger Classroom through the 
Student Council. Be aware that the Classroom 
‘cannot expand beyond sixty-four seats. 


D Propose for a bigger classroom through the 
Student Council. 


As you expand the classroom, there wil 

be some seats that are already occupied 

by NPCs. They are called Rascals and their 
presence will prevent you from utilizing the 
seats that they're in, You have to make them 
vacate that seatif you want to use it. To do 
so, put a particular character or two next to 
them and they'll go away, leaving an item 
behind. Below is a table on how to get rid of 
these rascals and what you get for kicking 
them out. 


Pram o 


“All rewards are of Normal Rarity. 


Moves when 


» Starting 
Classroom has 
four rows and four files, 
totaling 16 seats. 


+ABig Classroom has five rows 
and six files, totaling 30 seats. 


+A Bigger Classroom has six rows 
and eight files, totaling 48 seats. 


* The Biggest Classroom has 
eight rows and eight files, totaling 
64 seats. 


5Â 


ezen 


P Force the Rascals to varafe their seats to make 
room for your characters. 


reward 


Teachers 


Normally teachers don't really do anything, 
but if you have someone in the School 
Board club, they can be a huge help. With 
someone in the School Board club a new 
‘command will appear in the Classroom 
menu when you press the triangle button. 
The new command “Teacher Post” will 
appear and when you pick it you can 


‘choose from a list of all teachers that have D Uge Teachers to increase the growth ree of your 
since appeared in the Classroom. characters stes. 
Picking a teacher willallow you to freely 


customize the stat growth of characters that are seated in the front row. Each individual teacher 
will increase the rate at which a certain stat increases when those characters level up. This can 
be a very useful tool for creating characters with the highest stats, All teachers require youto 
win a certain number of battles before they appear. Random dungeon battles do count toward 
this total, but only if you get the “Stage Clear” message. Skipping a stage does not count. 
Consult the table below for a list of effects each teacher gives along with their requirements to 
appear in the Classroom. 


Teacher's Name ‘Anpearance Requitemont Schoot Board Club Elect 


Enter the C 


AIK Grow 15% tor han 


Specialists 
On every item, you'l see some words in 

the status box with a number beside them, 
such as “Gladiator” or “Psychologist.” 
These are specialists, and they can convey 
varying bonuses to the equipment and the 
character they are attached to. Every tem has 
a population limit, called the “Pop.” stat. This 
stat shows how many specialists are in the 
item out of how many can be placed within t._p Yoy can use the Jem World starting fram 
Misha the Item Worlder will open her services _Chapler3, 

at the start of Chapter 3. She's located between 

Matildo and Geoffrey, and she allows you to manage the specialists on your items. Specialists 
ofthe same name can be combined, which adds their powers together. You can also transfer a 
specialist from one item to another, although this is governed by certain rules. 


® Rules for Moving and Combining Specialists 


Unsuhdued Specialists 
aal Cannot be Sper Power values can be combined. Though if a subdued 


specialist is included, the resulting combination becomes unsubdued. 


Le Power on becomes double that of unsubdued specialists. Can freely 


be moved and combined into other subdued specialists. 


& Fixed Specialists 
Cannot be moved or combined under any circumstances. 


Generally speaking, you should always subdue a specialist before moving or combining it with. 
an identical one. To subdue a specialist, you need to go into the Item World and defeat them 
when one randomly appears on a floor. Moving and combining specialists into new items will 
greatly increase the power of the item. Part of the road to power-leveling in Disgaea 3 involves 
customizing and improving your equipment with specialists. 


There are two very important specialists 
that will help you out immensely if you take 
full advantage of them: the Mediater and 
the Teacher. The Mediater can create a new 
specialist within the item, provided there 
are two others and a free space for it. There 
are some specialists that can only be found 
this way. The other important specialist is 
the Teacher, which can artificially inflate the 
power of a random specialist that's also in 
the item by à small amount. Either of these. D Always talk to Teachers and Mediaters when 
'occurrences (but not both simultaneously) you visit the Innocent Town, 

will only happen if you reach the Innocent 

Town within the Item World and talk to the Teacher or Mediater. 


® Medizter Rules 


es afree Pop, space in the item, as well as two other subdued 
ists. 


er event only happens when the Mediater is subdued and talking 
to itin the Innocent Town. 


» Chance ofthe event happening depends on the other two specialists 
(see p.251). 


«Requires another subdued specialist in the iter. 
Si » Teacher event only happens when the Teacher is subdued and talking 


to it in the Innocent Town. 


+ Improves the other subdued specialist's power by 5% (minimum 1 
point, but 2 for Mastery group specialists). 


What follows next is a ist of every specialist and their effects in the game. 
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Item Rarity 
Over the course of the game, you'll come 
‘across items where their text will flash 
green or gold rather than the normal text. 
This flashing is an indication of the item's 
rarity. Its rarity value can be found on its stat 
screen, and is the first stat at the top ofthe 
box. This number can be anywhere from 


0-255, and the higher the value, the rarer the ne rn 
item's quality. D The color af an tem's text is an indication of its 
An item's rarity determines its stats, how marty and potential. 


much it is worth, how many floors are in 
the random dungeon of the Item's World, 

its minimum capacity to hold specialists, and how many times the Item World Classroom 
‘can appear When you reach Innocent Towns inside the item. 


IFyou manage to equip a character with items that have the same numerical Rarity values, 
you'll receive a stat boost from those tems. That stat boost is equal to 10% from all the stats 
ofthe items where the Rarity values match. IF all four equipped items’ valves match, you'l get 
a 30% boost. 


® Nornal tens 


«Rarity is between 32 and 255. 
* Has 30 floors in the Îtem World. 

+ Has 1 Item Classroom. 

+ Starts with 4 Population spaces for specialists. 


® kere Lems 


*tem’'s name flashes green. 
+ Rarity is between 8 and 31. 

* Stats inflated by 25%. 

«item is worth 50% more HL. 

* Has 60 floors in the Item World. 

+ Has 2 tem Classrooms. 

«Starts with 5 Population spaces for specialists. 


«ltem's name flashes gold. 
*Rarity is between 0 and 7. 
«Stats inflated by 50% 
«tem is worth 100% more HL 

+ Has 100 floors in the Item World. 
* Has 3 tem Classrooms. 

* Starts with 6 Population spaces for specialists. 


raid Item World 


Entering the Item World is as 
simple as picking an item out of your bag 
or warehouse. When you enter the Item 
World, the levels ofthe enemies will be 
determined by the rank ofthe item (Page 
342). The higher the item's rank, 
the more powerful enemies you'l 
face. As you descend deeper into 
the Item's World, the enemies 

will get stronger, and you won't be 
allowed to exit until you go past every 
tenth floor. 


The only other way to leave the Item World 
is to use a Mr. Gency Exit, which is a reward 
iFyou clear a floor that's a multiple of 10. For 
every floor you descend in the Item's World, 
the item that you're exploring will level up and 


D Travel through floors inside an tem to increage gain stats. 
ils power, 


P You can only visit the Item Classroom once per 
ftes send you to the next floor, opportunity, Don t miss it 


Starting from the first floor you'll see Specialists that need subduing, various treasure chests, 
orange and green gates, as well as a boss which will appear on every tenth floor. There may be 
‘an Innocent Town on the subseqvent floor, too. 


Specialists appear on floors as neutral characters. A Specialist appears once every few floors, 
‘so when one appears you should make every effort to subdue it by depleting its HP. If the 
‘enemy depletes the Specialist's HP, or it dies by any method other than being hit by one of 
your characters, it won't be subdued. In that case, it wont appear until another floor later on. 


B Treasure Chess 


* Obtain the contents of chests by having a character destroy them. 
» The quality of the contents is equal to the Bonus List ofthe floor. 
«Brown chests contain HL, Exp, or an item of a random rarity. 

+ Blue chests contain Rare versions of items. 

* Green chests contain Legendary versions of items. 


Item World Gates 


+ A character stepping on an Orange Gate will advance you to the next flo 
« Gatekeepers standing on an Orange Gate can neither be moved or lifte 
be defeated or knocked back by a skill. 


ey must. 


+A character stepping on a Green Gate will advance to a Mystery Room (see below). 
‘You will return to the floor upon leaving the room. 

+ Mystery Room gates get a +25% chance of appearing starting from the second floor 
after the last one. 


Mystery Room Table 
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+Item Generals appear on floors 10, 20, 40, 50, 70, and 80. Defeating one increases 
the item's stats slightly. 


+ Item Kings appear on floors 30, 60, and 90. Defeating one increases the item's stats 
moderately, and adds an extra space for specialists in the item. 


“Item Gods appear on floor 100. Defeating one increases the item's stats by quite a 
lot, and adds an extra space for spe 


ists in the item. It usually carries an item that, 


* The chance of an Innocent Town appearing after every tenth floor is 30%. This goes 
up if you have members in the Wednesday Team club. 

* Teacher or Mediater events occur if you talk to those specialists here, 

+ A hospital is here to heal up characters. 

+ An Item Classroom may appear for you to alter the item (see below). Once in a 
Normal item, twice in Rares, and three times in Legendaries. 

+ You will be allowed to return to the Academy or the Item World. 


Item Classroom Table 


Proposal Mana fact 


Inside the Item World from B21F 


Starting from Floor B21, a couple new twists 
will be added to the item World, You'll now. 
come across Level Spheres and Pirates. 


Level Spheres can show up from B21 
onwards, generally on every fifth floor; you'l 
usually only see one at a time, but you might 
get two. These precious items add levels to 
the item after you leave it. However, in order 
for those levels to be added, they must be D Collect every Level Sphere you come across in, 
held by a character when the stage ends. You __ the fem World. 

should try to collectevery single one you 

‘come across, because you can receive prizes for 

collecting them in one of the Mystery Rooms that starts appearing from the 31st floor onwards. 


ve, 


* Green spheres add 5 levels to an item, Yellow Spheres add 10, 
‘and Red Spheres add 15. 

* Green spheres appear from B21F onwards. 

«Up to two Green spheres can appear after every Sth floor or so. 

+ Red and Yellow spheres appear only during Reverse Pirate Missions. 


Level Sphere Rewards Table 


# Level 
Spheres 
Collected 


EE 


Pirates will also start appearing on the 
21st floor. Each pirate group has a certain 
chance of showing up, and some are more 
frequent than others. If you're hunting for 
pirates, then you should wait to see if one 
appears at the beginning of the second 
turn. IF net, move on. 


You might wantto stick around for a third 
tum in case one you don't want shows 


up, because upto two pirate groups can ie & 
Eeeh sean rele md Oe a 
pirate group wil only show up on the turn earn their ship and a ticket fo [a 


after the first did. You'll want to defeat the 
Captain and Crew to gain control of their ship to execute Reverse Pirate missions (page 51) 
and receive an Illegal Ticket for the Dark World (page 195). 
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Inside the Item World from B31F 


Floors B31F and dovm are restricted to Rare 
‘and Legendary Items, so when you descend 
into these floors, there will be another 

twist added for those types of tem Worlds. 
Occasionally you'll see a huge stack of grey 
blocks on a map. They can appear on any 
floor except boss floors. They are called event 
areas, and if enough characters are standing 


on that area of grey blocks, be they enemies, _» Folfill the requirement of the event area by plac- 
(specialists, or allies, then a random event will__ ing characters on thase grey blocks. 


occur. When the condition has been satisfied, 
the result can be anything from a treasure chest 
to a new specialist appearing that you couldn't otherwise obtain. 


If you ever see one of these event areas, activate it, because you can't trigger a negative event. 


B Event Aras 


+1 Treasure Chest appears. 
+1 Mystery Room gate appears. 
+1 Green Level Sphere appears. 
+1 New Specialist appears. 
« The new specialist has a 30% chance of being one that an item doesn't naturally 
‘come with (See page 39). | 


Inside the Item World from B61F 


The depths at floor 61 and further are 
restricted to Legendary Items only. From 
here on, the Item World starts getting really 
difficult. You'l now see enemy base panels 
appearing on floors. At first, there's only one 
from floors 61-70, but after every ten floors, 
there's a possibility of another enemy base 
panel appearing. You can wind up with some 
P Unfrtuatlgeneny Boe Pndscanhemore “gein ie Ot area Ean four enemy 
noying than cone ase panels on the same stage. 


Stages with these things sprinkled on the map become 
hard to clear because every turn they will each spawn a new 
random enemy. Unless you can kill enemies faster than they can 

spawm, you will be forced to skip the stage. Skipping a stage isn't bad, 
but ifthe stage has sorne really good loot in the Bonus List it can be a real pal 
to let it go and move on. The best way to deal with the enemy base panels is to place 
a character right next to the panel whose sole job is to kill whatever pops out of them. 


Reverse Pirating Inside the Item World 


When you defeat a Pirate group's Captain and Crew you will obtain their ship and be allowed to 
create the PPP (Pirates Pirating Pirates) group. Having a leader in this group will enable you to 
undertake Reverse Pirating missions inside an item that has already been leveled up. You are 
restricted to undertake missions on every 20th floor of an item that you have cleared. Once a 
mission has been carried out on that item's floor, it may never be carried out ag; 


Before goïng on a pirate mission, you need to 
pick a ship. The ship you choose is important 
because it determines how long the mission 
will last, and how much stuffit can hold. In 
Reverse Pirate missions, there will be a bunch 
of Specialists, Treasure Chests, and a Level 
Sphere or two. The Level Spheres will always 
be yellow or, less frequently, red. The object of 
a Reverse Pirate mission is to place as many 
ofthese as you can onto the ship before the 
mission ends. 


» Reverse Pirating is the hest way to farm an item 
The mission ends when either allthe enemies __ for Specials. 

are defeated, or the ship sets sail after the 

turns are up. You can get rewards for subduing 

the Specialists or destroying the chests, but the Items in the chest will be of better quality, and 
the Specialists power will be double if you manage to place them on the ship. Level Spheres, 
by the way, will have no effect unless they're on the ship when the mission ends. 


B Pirate Shins 


* Magic Cloud: Mission lasts 9 turns, has space for 5 Chests, Specialists, or Spheres. 
+ UFO: Lasts 2 turns, has space for 3 Chests, Specialists, or Spheres. 

* Flying Tortoise: Lasts 1 turn, has space for 4 Chests, Specialists, or Spheres. 

* Carriage: Lasts 1 turn, has space for 13 Chests, Specialists, or Spheres. 

* Treasure Ship: Lasts 2 tums, has space for 37 Chests, Specialists, or Spheres. 

* War Galleon: Lasts 3 turns, has space for 77 Chests, Specialists, or Spheres. 

+ Warship Yoshitsuna: Lasts 4turns, has space for 53 Chests, Specialists, or Spheres. 


‘Another benefit to Reverse Pirate Missions is that since these take place on boss floors within 
the item, you can take on Item World bosses a second time. you kill an tem World boss 
here, you'll get the benefit just as you would on your first trip through the item, allowing you to 
power the item up even further. 
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P Protect your haul fram enterprising rangers long enough so that you can escape. 


Occasionally your attempts at plundering may get foiled by à 
patrol group of Prism Rangers or Masked Rangers (see page 
48). These troublemakers will try to disrupt your mission by 
docking their pirate ship right alongside yours. Therefore, not 
only do you have to work on getting stuffto your ship, you 

also have to have characters on hand to protect the stuff you're 
trying to loot from the Item World. The best course of action is to just 
keep the Rangers away from your haul until the mission ends. In most 
cases it's usually a good idea to use a ship that doesn't wait around 
long and has good cargo space. The Treasure Ship and War 


he Class World. L | 


Entering the Class World 


After clearing Stage 3 in Chapter 3, you will be 
allowed to establish the Student Council club. 
Once the club has a leader the wandering 
Prinny Sir Pri can appear inside the Academy. 
Sir Pr has a random chance of appearing 
inside the Academy at a random location. He's 
not hard to spol, because of his huge afro. 
Talking to him will enable you to visit the Class 
World. Sir Pri will disappear afterthe nextime __p When you get this messe, bok around for Sir 
you visit the Class World or after a random Priinthe Á 

number of battles, but wil reappear later after 

‘some more batties have been won. 


‘The purpose of going into the Class World is to increase the stats of your character that. 
otherwise can't be improved, and to transfer skills and evilities from other characters. The 
Class World is basically à mini-tem World with ten floors, where you're traveling through 

the character instead. While you can only visit the Class World a limited number of times per 
incamnation ofthe character, the bonuses they acquire will persist when they are reincarnated. 
‘The number of times a character can visit the Class World is determined by their quality. 


GB Class World Visitation Limits 


* Good-fornothing and Incompetent quality characters can make 1 visit per 
incarnation. 


+ Average and Skilled quality characters can make 2 visits per incamation. 
* Distinguished and Genius quality characters can make 3 visits per incarnation. 


+ Using a Nr. Gency Exit counts as a visit. You won't be able to return to the floor you 
left from. 


Using the Class World 


Before enteringthe Class World, there are a number of choices you can make about what you 
want when visiting the Class World. This list isn't a requirement to enter the Class World; is 
actually to choose what will be behind the (Green) Mystery Classroom gate when you reach the 
ninth floor of the Class World. 


You can enter the Class World even if you 
don't have the Mana required to pay for the 
boost. However, you wont be able to enter 
under the Skill or Eviity Inheritance subject 
unless you have another character in the 
‘same club and that the other characters 
have a skillthat the Host Character you're 
transferring to doesnt have. 


‘The reason you don't have to have the Mana 
required when entering the Class World is that 5 3 5 TE 
you can eam Mana and lower the Mana cost Anas pick determine inde 
for that character as you go. The character loor Green gate, 

will receive bonus Mana for any Geo Block 
chains you make, and the Mana cost will go 
down by 5% ifall the blocks on a stage are 
destroyed. You can get up to a 45% reduction 
in Mana Costs by the time you reach the 
Mystery Classroom gate on the Sth floor. IF 
you aren't able to pay the Mana needed for the 
improvement when you arrive, then nothing 
will be inside the Mystery Classroom. If you 
destroy all the Geo Blocks on the tenth floor Pt «, 
ofthe Class World, a special Green gate will 

open up Stepping inside this one will send __ % Destroy Ge Bloch om the enh flor to 
you to a room with two possible extra boosts __ Uncover a secret gate, 

on top of what you already acquired on the floor 

above. You will either be able to increase the capacity af the Club you're in, or you will be able 
to leam a secret skillthat can't be found anywhere else in the game if you havethe Mana. A 
good rule of thumb in the Class World is to destroy all Geo Blocks you come across. 


B Mana Gain and Cost Reduction inside the Class World 


+ Ifthe Host Characters Level is 10 or below, then the Host Character gets 10 Mana 
per block destroyed. 


+ Ifthe Host Characters Level is 1 or higher, then the Host Character gets 10 Mana 
per block plus 1 for every 2 levels he is over 10. 


* The Host Character cannot receive more than 200 Mana from destroying a single block. 


» The Mana Cost of the Mystery Classroom service is reduced by 5% for each floor 
that had all Geo Blocks destroyed. 
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“Only on the 10th foor after all Geo Blocks there have been destroyed. One is chosen at random when you enter. 


Inside the Class World 


While goïng threugh the Class World, you!l 
notice that the Bonus List, side from a Mr. 
Gency Exit on the 10th floor, wil contain no 
items at all. This makes the Class World a. 
decent place for characters to get some free Exp 
without having to fight, and they can earn some. 
money while they're at it. However, the stages 
ide the Class World are very small and the 
levels ofthe enemies are all around the level of ___p After clearing to 10th floor, your Aptitudes will 
the character you picked. You should take care increase permanently 

when bringing out any weak characters. 


‘One ofthe big draws of going through the Class World is that you can increase the Equipment 
Aptitude percentages of the host permanentiy. As you go through floors of the Class World 
you'll come across clones (Dropouts) of the Host Character. They are easy to spot as they wil 
have yellow life-bars. If you kill one of these, you” get a message saying that your Aptitude wil 
increase when you leave the Class World. Is important that you defeat these targets because 
they’Il be tallied up at the end. At the tenth floor there'Il be a boss determined by the Host's. 
quality. Defeating it will also increase your aptitude by an even greater amount. However the 
character’s level when you exit the Class World is the biggest influence on how much your 
Aptitude will increase by. Unfortunately, the total percentage points get split randomiy between 
various stats and the boosts can be assigned to Aptitudes that are already at the 200% limit. 


B Increesing Equipment Aptitude 


«Aptitude +1% if Level is from 1 to 19, then +1% more at Level 20 and every 10 Levels 
thereafter. (Maximum +8%). 


++1% for defeating a Dropout. 
#+2% for defeating a Class Secretary (Inside Good-for-nothing or Incompetent Host). 
++3% for defeating a Class Treasurer (Inside Average of Skilled Host). 

1% for defeating a Class President (Inside Distinguished or Genius Host). 


Batties in Disgaea 3 are 
divided into phases 
and turns. Each tum 

is divided into three 
phases, and after all 
three phases have 
been completed, the 
next turn will begin. 


The first phase of 
atum is the Player 
Phase. During 

this time you can 

bring out upto ten 
characters from the 
Base Panel, move them 
around and assign any actions for them to take. 
You can cancel any move you have made, but 
once you press the triangle button 

and select Execute or End Tum, your 

moves can't be taken back. 


Rs 


‘After you have ended your phase 
by selecting End Turn, the Neutral 
Phase begins. During this phase, 
the Al will make all the moves of Neutral (yellow life-bar) targets 
on the map simultaneously. After that phase, or if there are no Neutral. 
characters around, the Enemy Phase begins. The Al will then move all enemies. 
simultaneously and execute their actions. After the Enemy Phase, the player can 
once again take actions. 


Difference between Execute and End Turn 


+ Execute activates allthe attacks you've entered at once and retums you to the Player Phase. 
+ End Turn does the same thing, except the next phase begins immediately afterwards. 


When you check the Status screen of any character, it will have four 
pages ofinfo, plus the character's status box at the top ofthe screen. To help 
you understand what all this information means, we’ be going over the status 
boxes one by one. 


GB The On-Screen Status Box 


« Club: The Small top-left box shows which Club the character belongs to using its icon. 


+ Name: Shows the nare ofthe character. While you can rename generics, you cannot 
rename story characters. 


+ Class: Shows the character’s class (job). 


+ Lv: Shows the current Level ofthe 
character. The white bar shows the 
progress to the next level. 


+ HP: The character’s Hit Paints. When this 
is 0, the character is dead. waas 


+ SP: The characters Skill Points. Expend these to use special skills. 
+ATK: Affects the offensive power of skis, and normal attacks other than guns. 
* DEF: Lowers the damage done to the character by physical attacks. 

+INT: Affects the offensive power of magic attacks. 


+ RES: Lowers the damage done to the character by magic attacks. Increases healing 
magic power and ailment resistance. 


+ HIT: Increases the chance to land a hit and the power of bows and guns. 
« SPD: Increases the chanceto avoid an attack and the power of fists and guns. 

» 5 : The number of panels the character can move during a turn. 

* ff: The max height (in dm) a character can climb from one panel to the next. 

» F5: The number of panels away the character can strike with a normal attack. 

« &: How far a humanoid can throw, and how far à monster can propel a throvm character. 
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« 25: The max number of counterattacks a character can use during a turn. 

* #: The chance of attacks being a critical hit. 

« \d ‘Resistance modifier for fire-elemental attacks. 50% means greater damage. 

« 5: Resistance modifier for wind-elemental attacks. 50% means greater damage. 
» &: Resistance modifier for Ice-elemental attacks. 50% means greater damage. 

+ Equipment: Titing the R3 stick will show all items equipped by the character. 


The Unit Help Page vra 
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what type of skills à human 
‘can learn naturally. 


*Magichange Weapon: Indicates what type of weapon the monster will turn into using the 
Magichange command. 


The Unit Details Page 
+ Evilities Equipped: Shows 


evilities that are set and 
their effects. 


«Aptitude: Percentage 
modifiers for weapon stats added to the character. 


“EXP: Total amountof Exp the character has accrued, 
« Next: How much Exp the character needs to reach the next level. 


«Mana: Total amount of Mana the character has accrued. 


The Unit Skills Page ade 


Lsricane Slash 


«Skill List: Shows a list of all edel Fury 
skils, their current upgrade, 
Skill Exp, Level, and SP Cost. 

» Skil Description: Indicates 
the skill type and what stats are used to affect the ski's power. 


« Skill Data: Shows the SP Cost, modified power ranking, influential stats, element, range, and 
effect area. 


The Unit Classmates Page 


“Affiliate Club: Indicates the 
club the character belongs 
to and position within 


« Subordinate: Shows the 
other members in the club if the character is the club's leader. 
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* Close Friend: 


shows other characters that are sitting next to the character in class. 


| The Battle $ TT } 


Controlling a character on the battiefield is a simple matter 
of moving the cursor over them, pressing the cross button 
‘and choosing actions to take on the menu that pops up. 
The Battle Menu is divided into three sections: Top, Middle, 
and Bottom, 


The Top Section of the Battle Menu 


» Move: Allows you to move your character around th B 
map. Can't be canceled after the character ‘Executes” Lift 
an attack or ski. (See P.60) | 


The Middle Section of the Battle Menu [Defend 


«Attack: Executes a normal attack. Can't be canceled after i 
is enecuted. (Sec 61) Item 


» Special: Executes a special skil. Can't be canceled after 
Es executed. (See P. 65) 

«Lift: Commands a human character to lift something. Can't 
be canceled after throwing. (See P.71) 


« Throw: Commands a human character 


to throw what they've lifted. Can't be > ze diidad s, 
canceled after confirmation. The Bare Menu is divided Info 
three gections, 


*Magichange: Commands à monster to 
become a weapon for the human. = 


Can't be canceled after confirmation. 
(See P.74) 


«Defend: Reduces damage sustained. 
Can't be canceled after selecting $ 
“Execute.” (See P.61) 


«Item: Consume an item from the Item Bag. Can't be canceled 
after confirmation. (See P75) 


The Bottom Section of the Battle Menu 


«Equipment: Allows the character to freely exchange equipped 
items from the tem Bag. 


* Status: Allows you to freely look at the character’s status screens, 


When you pick the Move 
‘command, you'll see all 
the available spaces that 
the character can move 

to are highlighted in red. 
However, there are some 
rules that govern where 
you can and can't move to 
that will affect a character's 
movement radius. 


There are a couple tricks 
you can employ to make 
your character move 
farther than normal, D There rules governing how the movement range is determined. 
provided they haven't 

attacked. The Base Panel 

can be used as a waypoint to move a character farther, because à character that hasn't 
attacked and returns to the Base Panel can be brought back out again to move. You can also, 
equip a character with shoes to extend their movement range, and then take them off after 
moving to give to another character. 


For instance, a character cannot move through an enemy or a neutral ally. They will have to 
move around them instead. The exceptions to this rule are Masked Heroes, Winged Warriors, 
Deaths, Holy Dragons, Succubus, and Flame Demon characters, which can all move through 
enemies and allies alike. Characters can also notmove up to à panel that has a height 
difference greater than their Jump stat. This only affects characters that are ascending to 
higher panels, but not descending to lower ones. 


+ Characters can move past allies, but must move around enemies or neutral characters. 


+ Only Masked Heroes, Winged Warriors, Deaths, Holy Dragons, Succubus, and Flame 
Demons may move past enemies and neutral characters as ifthey were alies. 


* The Jump stataffects wat panels with that height difference the character can move to 
* There are no limits to how far a character can drop dow to another panel when moving. 


Attacking and Defending are the two most important actions in Disgaea 
3. Without both, you wouldn't be able to win. Attacking can be as easy as 
selecting “Attack” from the menu, but there are ways in which you can make. 
your attacks more effective. You can increase the effectiveness of your attacks by 
attacking enemies from the side or behind, but the reverse is true for when the enemies 
aftack you. Therefore, you should always make sure that when you attack, you don't leave a 
character open to be hit as hard or harder than the enemy. Another tactic you can employ if 
you're defensively minded is to simply attack without moving. As long as a character doesnt 
move from where they're standing, their attack power will increase the more they attack and 
counterattack from that point. 


® Sttionary Atack Bonus 


«+10% for every attack from 1 to 10. 
#+5% for every attack from 11 to 20. 
*+3% for every attack from 21 to 50. 
«42% for every attack from 51 to 80. 
#+1% for every attack from 81 to 255. 


«Maximum stationary attack bonus is +475% 


Counterattacks in Disgaea 3 are automatically 
activated whenever a character has been 
struck by a normal attack; skills won't 

trigger a counterattack. The enemy can also 
‘counterattack your counter, and the two can 
keep exchanging blows until they run out of 
counterattacks. 


By picking the Attack or Skill command, you 

will consume one Counterattack from the 
number that your character has available. 

P You can only counteratack normal aecks and yen you pick the Defend command, you wil 

other counterattacks, consume two counterattacks, but the character 
wäll sustain 50% less damage. There wil be 

three icons appearing above the character which differentiate when a character is defending 

or not. IFthere's a red “A” mark above the character, it means a character will execute an attack 

once the Execute or End Tum command is used.Ifthere's a yellow “D” mark, that means the 

character is defending, and there's a blue “E” mark that means the character's turn is over. 


B Blesof Atscking & Defending 


* The Defend command reduces damage by 50% and counterattacks by 2. 
* The Attack and Special command will lower the available counterattacks by 1. 


* The Attack command's effective range is limited to 12dm above and below per panel 
away from the character. 


* The Attack command does damage equal to approximately 35% of the stat their 
weapon draws power from. 


* The defender's DEF stat will lower the Attack command damage by halfif it's equal 
to the Aftacker's stat, and nullfy it if it's more than double. 


+A “Critical!” hit increases the attacker's power by 50% 

+A “Nickl”ed hit increases the defender's power by 50% 

+ Chance to hit = Attacker’s HIT / Defender’s SPD 

» Attacker’s HIT +5%, Defender's DEF -5% for every 12dm the attackeris abovethe defender. 


+ When attacking from the side: Attacker's power +20%, Defender's SPD 20%, | 
Minimum hit rate =40% 


+ When attacking from behind: Attacker’s power +40%, Defender's SPD 40%, 
imum hit rate =80% 


Team Attacks 


IFyou have allied characters standing adjacent to « character who's 
about to use the Attack command on an enemy that is also adjacent to 
the character, there's a chance those characters standing around wil 
in on the attack. Thisis called a Team 
Attack. The chance this will happen 
can be seen if there are adjacent 
characters standing around when 
you attack. The chance of ateam 
attack is determined by what 
weapons the characters are 
holding, whether they've 
attacked or not, their seating 
arrangements, and by 
skilleffects. 


B Determining the Team Attack Chance 


AN 


+ Base chance for a Team Attack between 


‘characters is 10% Chance of Team Attack 
«0% if attacker and adjacent character both _ {Abbot Ed Ù 
equip either Staves. Alphonse 70% 


*+20% if attacker and adjacent character Godanni 70% 


both equip either Swords, Bows, or Magical 
Monster Weapons. 


*+30% ifattacker and adjacent character both equip either Spears, Guns, or Physical 
Monster Weapons. 


+-+40% if attacker and adjacent character both equip either Fists, or Axes. 
*+410% if adjacent character has not moved during the turn. 

++10% if adjacent character has not received commands during the turn. 
*+20% if adjacent character is in the attacker’s Close Friends list. 

|| ++50% if “Impromptu” evilty is set. 

++99% if monsters are adjacent when the “Synchronize” evility is set. 


Using a Team 
‘Attack has the 
advantage of 
having weaker 
characters join in 
on an attack 
vitha pen 
much 

stronger 

character, 

p There are a few benefits to using Team Attacks, and, ifthe target 
enemy is defeated, 
there's a chance 

the enemy will leave behind a treasure chest. Another benefit to using 

Team Attacks is that the supporting characters standing around the 

character that executed the attack can retum to where they were and 

Joining in an attack doesnt end their usefulness for the turn. One 

dowmside though is that the Exp and Mana gained from 

defeating the enemy is spit and then rounded dow 
among those characters who parficipated in the attack, 
so the gaïn rate of Exp and Mana is substantially less 
all around than fa single character made the kil 
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GB Pros and Cons of Team Attacks 


+ Pro: Weaker characters can join in on a stronger character's attack for free. 


+ Pro: 15% chance of an enemy dropping a treasure chest if two characters are 
involved. 30% and 45% chance with three and four characters respectively. 


+ Pro: Adjacent characters involved in a Team Attack can 
independently. 


move and attack 


an't be executed using ranged attacks or skills. Normal melee attacks only. 


xp and Mana gained from the enemy is split evenly and rounded down 
among those who participated. 


Combo Attacks 


When several characters are assigned to attack a single enemy consecutively after you've 
input all their attack commands and select execute, you will start a Combo Attack. Combo 
Attacks are a great way to kill exceptionally strong adversaries and fl up the bonus gauge, 
because the more consecutive attacks on the enemy, the stronger the attacks and the higher 
the bonus gauge will climb. The attacks must be listed in the Attack Entry list consecutively 
and those commands must target the same monster, because targeting a different monster 
when the attacks are executed will stop the combo attack and the bonuses associated with it 
will be reset. You can monitor the 
number of consecutive attacks in 
the lower left of the screen above 
the total damage counter with the 
“Combo” counter. 


IFthe combo ends prematurely 
(ie. the target enemy dies), then all 
further attack entries on the enemy 


ATTACKS 2 |___wiltbe cancelled. Thankfully this. 
COMBO 5 does not invalidate the unexecuted 
TOTAL DAMAGE 11 attacks, as you will be allowed 


to move and attack with those 

characters again once you return to 
D_Combo Attacks make increasing the Bonus Gauge and the player phase after the remaining 
killing strong enemies easier. attacks are executed. 


> 


BB Combo Attack Rules 


«At least two attack entries must target the same monster before the EN 
attacks are executed. 2 


« Tower and Team Attacks included in the Combo count as a single attack entry. 


»Attacker's power and hit chance increases by 10% for each consecutive attack 
before it. 


* The combo ends when a different enemy is targeted or the enemy dies. 


* Characters who were planned to attack during the combo but werent able to because 
the monster died will be allowed to act again when control returns tothe player. 


Linking Skills ne 
During a combo, you might see two characters Ë 
execute their skills at the same time. You'll notice 
that the skill's name will be a combination of 
those two skills combined together, and the 
a's name deploy le on a green background: 
When this happens, it's called a Skill Link. 


Skil Links are an incredibly powerful tool to be 
used in combos because the attack power of 

both skills will be increased by 50%. Considering 
that many skills will get huge boosts in power from 
their upgrades, this is a pretty significant source of extra 
damage. Skills can only be linked if their attack entries are 
immediately following each other and both are 
targeting the same enemy. Another thing to note 
is that not all skills can be linked together. 


D In general, only weak skills other than magic 
can be linked. 


® Skill Linking Rules 


« Both skills must follow each other in the attack entry list, and be targeting the same enemy. 

+ Both skills must be able to link together. 

+A unique character's (except Big Star, Salvatore, and Prism Red) first skill, a 
Monster's first magichange or first two attack skills, and the first three weapon skills 
in each weapon type can be linked with each other. 

° Screw Claw (Slumber Cat), Sacrifice Beam (Zombie), Sucker Bite (Zombie Dragon), 
Far Stretch (Golem), and Morphing Blow (Golem) can only be linked with a skill after 
them on the attack entry list. 

« Special Egg Crack (Cockatrice) can only be linked with a skill that's before it on the 
attack entry ist. 

* Crane Dance (Asuka), Bite Catcher (Ghost), and Ball Cast (Ghost) cannot be linked 
with Skewer Piercer (Bow) or Cocktail Shaker (Gun) if they come before them on the 
attack entry list. 


* Magic spells do not link with anything. 


Status Effects 


Many attacks and skills in the game will inflict status ailments on theirtargets. These ailments 
can inhibit a characters performance in a variety of ways. The effects usually last for three 
turns or until the stage has been cleared. They can also be removed sooner depending on the 
character's RES stat, with the Fairy Dust item, or with the Healer's Espoir spell. 


B List of Status Ailmenis 


» [B Poison: Character is damaged by 20% of their Max HP each turn. 
Sleep: Character cannot take action or evade attacks while all hits will be critical. 
IE Forget: Character is unable to use the Special command. 


Paralyze: Character is unable to move or counterattack and SPD is reduced to 1. 
Deprave: Character gains no Exp and all stats are reduced by 20% 


B Affecting Status Ailment Success Chance 


» Increases Chance: Upgrading ailment magic. 
» Increases Chance: The Sorceror's INT stat when using ailment magic. 


» Increases Chance: the attacker's status ailment specialiste power when using the 
‘Attack command. 


+ Lowers Chance: The defender having a higher level than the attacker. 
+ Lowers Chance: The defender having a high RES stat. 
+ Lowers Chance: The defender's status ailment resistance specialist's power. 


In many stages, you'll find colored blocks 
\ying around. These are called Geo Blocks, 
and they can provide a variety of effects to 
augment or handicap both your enemies and 
your characters. 


There are two methods that characters can 
earn effects from a Geo Block. The first is 
when a Geo Block is sitting on a colored 
panel, called a Geo Panel. The effect that he 
the block contains is then spread to all Geo - 

Panels ofthat color, so that anyone standing _ » (ep Blocks affect characters that stand on them 
on that color of Geo Panel will receive the À ü 

block's effects. A character can also receive Es pane they epa 

the effects of the Geo Block by standing on it. 


tis possible for effects from Geo Blocks to be combined. Ifthe Geo Blocks have a numerical 
modifier to them, then any additional blocks that modify the effect will be added together. The 
conditions for à combination effect require the Geo Blocks to be resting on a Geo Panel of the 
same color, or the Geo Blocks to be stacked on top of each other. For example, if there are two 
ATK +60% blocks and they're either resting on the same panel or they are stacked on top of 
each other, they will then produce the effect of ATK +100%. If different effects are in play during 
this situation, then all those effects can be applied to the characters. 


There are also some Geo Blocks that you come across that are actually neutral characters, 
and they will move around the map between yours and the enemy’s turn phases. You can also 
find Geo Blocks that are on a self-destruct timer, which will be destroyed once the countdown 
number of the block runs out. 
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Geo Chains 


IFyou destroy a Geo Block that's sitting on 

a Geo Panel, or you throw a Geo Block that 
lands on top ofor adjacent to another block 
ofthe same color you will start à Geo Chain. 

A Geo Chain is basically a chain reaction of 
destruction that keeps goÎng until no more 
Geo Blocks can be automatically destroyed by 
it. We'll look at them separately, as they both 
are quite different. 


A Geo Panel chain can only start when a Geo _P (eg Chains can he used to eliminate enemies and 


Block that is not the same color as the Geo le boosti Caye 
Panel itis resting on is destroyed. In this, patel pe hsing he ae 


situation, all Geo Panels of that color will then 

change to the color of the Geo Block. If anything is standing on these panels when it changes 
color, they will take a bit of damage. However, if a Geo Block is resting on a Geo Panel when it 
‘changes color, it will be destroyed. Once all the panels have finished changing color the Geo 
Panels will start changing color again if any Geo Blocks were destroyed during that period. 


There are also special-looking grey Geo Blocks that nullify colors If one of these is destroyed 
when it's sitting on a panel or during a Geo Chain, then Geo Panels will disappear from the. 
map. IFyou manage to rid the map of all Geo Panels, then all enemies willtake extra damage 
after the chain is over. 


You'll notice during a Geo Chain that there are two counters keeping track of how long the 
chaîn is, The chain counter will affect how high the Bonus Gauge will climb after the chain is 
done, with 100 points on this counter equals a full level on the Bonus Gauge. An extra amount 
is added to this if you destroy all Geo Panels. The Color counter shows how strong the chain 
is. The higher that number is, the more damage things will suffer when a panel changes color, 
and it also affects how fast the Chain counter increases. 


rä 
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The easiest way to create very long Geo Panel Chains is to put all the colored blocks on the 
same colored panel. Next, place the Null Geo Block on that same colored panel, but further 
‘away from the blocks than all the others. That way, because the panels change colors in a 
eoncentric clockwise pattern, all the colored Geo Blocks will be destroyed in order, while the 
Null Geo Block will be destroyed last, resulting in a very long chain that usually eliminates all 
Geo Panels in the process. 


Geo Panel Chain Effects 


+ Geo Panels change colors outward from the block that was destroyed in a 
eoncentric clockwise circle. 


* The chain counter increases equal to the current color counter for every panel change. 
+ Panel change damage = (Geo Block's Lv * 2+ 3) * Color Counter. 


«Bonus Gauge goes up equal to the chain counter. 
+ Extra damage dealt and Bonus Gauge boost if all panels are eliminated, 


The other type of Geo Chain is a Geo Block 
Chain. This type of chain can be started 

by throwing a Geo Block so that it touches 
another Geo Block ofthe same color when it 
lands. When that happens, all blocks of that 
color are then destroyed and anything on top 
of them falls down. Ia block that fas dovm 
ends uptouching another Geo Block that. 
matches its color, then the chain can continue 
on as those blocks are then destroyed. IFany 
character is standing on a Geo Block when » Geo Block chains can be used to severely damage 
is destroyed, they vill all andtake damage. __snemies, 

Objects and other blocks don't take damage 

from falling; only characters will. 


These chains are usually quite short, because there aren't many opportunities to set 
up Geo Block chains unless they've been designed beforehand. However, the damage 
from Geo Block chains is quite significant since characters take damage relative to 
their maximum HP. This means that even enemies with loads of HP can be easily slain if 
they're caught in a Geo Block chain. 


@® ceo Bock Chain Efieris 


er 
« The Bonus Gauge will fill up depending upon the number of blocks. destroy 


* Characters take damage equal to 20% of their Max HP for every block that was 
destroyed beneath them. 


In Disgaea 3, you're allowed to pick up and 
throw just about everything on the map. Lifting 
‘and Throwing is a crucial tactic when you need 
to move something around the map in a single, 
tum. IF something's too far out of reach for you 
to move to, ling and throwing is usually the 
‘answer. However, iFyou're holding an enemy 
or object up when the turn ends, you'Iltake 
‘damage equal to 50% of the HP of whatever itis, 


you're holding. 
‘Only humanoid characters are allowed to ® Only humanoids can use the Lift and Throw 
Et nd 


‘cam only lift and throw things depending upon 
how high their throwing stat is. The throwing stat doesnt just tell you how far you can throw 
things; is also an indicator of how high a character can throw as well as if a character can pick 
something up above or below them. 


‘The only things you can't pick up are Geo Blocks that are touching each other and are the 
same color. There's also a relatively common Geo Panel effect that prevents anything standing 
‘on the panel from being lifted. 


® Eftees of the Throwing Stt 


* Throwing distance is limited by the Throw Stat. 
+ Max Lifting Height Range = Throw Stat*4 +6 


B A 
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« Max Throwing Height = Throw Stat * 4 +12 
« Monsters cannot lift, but they can propel (see below). 
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Passing Things That Have Been Thrown 


IFyou throw something to another character, 
they will catch whatever it is you've thrown. 
IFthat character has not made an action yet, 
they will be allowed to pass it on to another. 
location or character. 


Ordinarily, a monster isn't allowed to throw. 
things, but ifyou toss something to a 
monster, they will automatically propel it 
forward. The monster will propel what is 
thrown a number of panels that is exactiy 5 5 
equalto their throwing stat IFthetrrowing XA manser cn popel his thrown characer in 
distance goes offthe map, then they'ithrow __ te direction its faci. 

itright to the map's edge instead. Unlike human 

characters, this doesn't consume the monster's 

action for the tum. 


Tower-Throwing 


You can also lift things up thatare already being held, or that are already holding something 
themselves. IFyou keep doing this, then you will create a tower of characters. The character at 
the bottom of the tower can either throw the characters above him, or execute a Tower Attack. 
itis in their ist of usable skills. Tower-throwing is a valuable fool to quickly get a character 
anywhere on the map. 


Iyou have someone in the Lif Inspectors club and they're atthe bottom of the tower, then you 
can chose which character in the tower can throw what's above them. This is called the “Dual 
Throw? command. You simply move the 
cursor over the tower and press the select 
button to cycle through all the characters in the 
tower to pick who should throw: This can be 
useful for reaching places that are simply too 
high, since characters that are higher up have 
better leverage to throw higher. The throwing 
display wort showthis, but each character in 
the tower has a height of 12dm, so add that in 
Ë for each character beneath the one you pick 

to throw to get the actual height the thrower is, 
P Dual Throw can only be used if a Lift Inspector standing at. 
it the bottom of the tower. 


Diagonal Throwing 


You can usually only throw in straight ines, 
but if you're fast enough, there's a trick that 
‘can enable you to throw at an angle. When 
you changethe direction in which you want 
to throw, the cursor is passing over panels as 
you're changing directions. IFyou press the 
cross button while the cursor is moving, you 
will throw to the location where the cursor 

is at that exact moment between changing Pp If you're quick, you can throw diagonally while 


directions. This is called diagonalthrowing, fins the throwing direction. 
and if you have a good eye and equally good hanging the rowingdretin, 


reflexes, you can abuse this quirk in the game to your advantage. 


Fusing Enemies 

‘Throwing an enemy into another enemy will 
cause them to fuse together. The fused enemy 
will have a level equal to the sum of the enemy 
that you threw and the enemy standing there. 
The fused enemy will be a higher-evel version 
of whichever character was higherdevel, 

or, in the event of a tie, whichever enemy is 
listed first in the class data section. Unique or 


5 F 7 Boss-type enemies will never disappear from 
AE en ah tanger enemies by throwing the map in this way. They’ just have their 
en En, levels increased. 


Capturing Enemies 

Throwing an enemy into your Base Panel can 
result in you capturing it and adding it to your 
class. There are some restrictions over which 
‘enemies you can capture, though You can 
only capture an enemy if you're able to create it 
before the stage began, and if you have room in 
your class for it. You also can't capture objects, 
or unique, neutral, or boss-type enemies. 


During the capture attempt, all characters P You can capture an enemy by throwing it into, 
inside the Base Panel will have a go at. your hage panel, 

defeating the enemy. At this time, the enemy's 

HP and SP is being lowered. If the enemy’s HP is reduced to 0 it will be captured. However, if all 
characters die before the enemy is defeated, the Base Panel will be destroyed and the enemy will 
survive inits current state. You can actually still lower the HP of enemies that cant be captured 
by tossing them in the base. When the characters in your base lower its HP to 1, that enemy will 
automatically kil every character in the Base Panel and destroy it This can be useful for dealing 
with enemies that have absurd amounts of HP. 


Throwing Barrels and Prinnies 


Whenever you throw a Barrel or a Prinny, they 
will explode and damage everything around. 
them. IFthe explode near another Barrel or 
Prinny, then they too will explode and create 
achain reaction of explosions. The amount 

of damage from an explosion is 50% of their 
current HP, so if you fatten up your Prinnies' 
HP, you can use them as if they were a quick EE 
tactical nuke. You wont get any Exp, Mana,or __ ® Barrels and Prinnies will exphde when thrown. 
HL from things destroyed in an explosion, but__ Handle with care. 

it does help clear out a swarm of enemies that 

you cant otherwise deal with. Be careful when using them, because their explosion radius is two 
panels in every direction from the point where they land. 


gichange 


The Magichange command allows a monster character to change into a weapon for a human 
character to use. The command is only available ifthe monster and human are in the same club, 
and ifthey are standing next to each other on the map. What weapon the monster will tur into is 
determined by their class. Magichange only lasts for a limited number of turns, and afterwards, 
the Magichange weapon will be replaced by the character’s original weapon, while the monster 
will be unavailable and can't be replaced for the rest of the battle. There are a number of effects 
that using Magichange brings. 


B Ertects of Magichange 


* The monster's name will be the Magichange weapon’s name. 
* The character will be allowed to use the monster’s Magichange skills. 


* The monster's evilities will be added to the human’s list, expanding the evility limit 
from 2to 4. 


* The Magichange weapon’s stats are 30% ofthe monster’s stats without equipment 
‘and other boosts. 


* The monster and human characters both receive the full amount of Exp and Mana 
from kills while Magichange is in effect. 


* The effects of Magichange will last two turns. 
+ Ifthe human character is Killed, so too is the monster. | 


+ A Magichange Weapon's stats go up by 5% if both characters ®{ nd ) 
are in the Magintology or Shura Supt. Group clubs. ae Á 
* A Magichange can last 1 more turn if both characters are in the \ 

Magintology club. 
+ Ifthe “Boost Magintology” proposal is passed, then 50% of human characters 
weapon stats are added to the Magichange weapon when in the Magintology club. 


* The human weapon’s stats will be added to the Magichange weapon's stats ifin the 
Shura Supte Group club. Magichange lasts only 1 turn. 

* You cam improve à Magichange Weapons stats by 0% equal to the power ofthe 
Magichange Lover specialist on the human's equipment. 

+ Equipping the Magichange weight allows Magichange skills to use your highest stat 
(excluding HP and SP) to power the skill instead of what the skill normally uses. 


Consumable items may be used in battle viathe Item command. Only items stored in the 
tem Bag may be used in battle, so you should allocate a certain number of slots accordingly. 
Be careful when using the Item command, because there is little in the way of confirmation 
messages about using an item. Once you use the Item command the character can't make any 
more actions. One of the most important actions you can make with the Item command is the 
use of Hand items to steal equipment off of enemies. Anybody can use Hand items, but Thieves 
are better at than others thanks to their unique evy. Not only do they get a better chance to 
succeed at stealing, they can also steal stats, Exp and HL. 


® Determining the Success Rate of Stealing Items 


Success % = (SLv * (100 + Dir))/ 100 - TLv -(IR* 3 +Rar) + (Hand/2) 
» SLv= Stealer's Level. 


* Dir = Direction of Stealing (0 from Front, 10 
from Side, 20 from behind). 

* TLv = Target's Level. 

+ IR = Rank of the Item being picked. 

+ Rar = Rarity of the Item (0 for Normal, 10 for 
Rare, 30 for Legendary)! 

* Hand = The HIT stat of the Hand being used. 

» Success rate is normally from 0% to 50%. 

* Success rate for Thieves is doubled after calculation, and can be from 1% to 99%. 

» Success rate is always 0% against Clones and Dropouts. 


Bonus Gauge 


‘The Bonus Gauge determines what sort of 
rewards you'll get when the battle is over. 
Itcan be seen in the top right-hand commer 
under the altimeter. 
‘Almost every 
attack or skill you 
use increases the 
gauge in 
‘some way. 
The more 


thegauge _ P Increasing the Bonus Gauge will yield more 
rewards after baile, 


is built 
up, the 
more prizes you'll receive. The Bonus Rank determines 
" the quality of the items you get on a map when you select 
ns e } it. The higher this rank the better prizes will be rewarded. 
We 


Virtually every item can be found in the bonus list, 
except for unique ones. In the normal game, you won't 
be able to find items higher than Rank 34. If you 
manage to find the Land of Carnage, you'll be able 
to find items in the Bonus List as high as Rank 39. 
bd 5 ___Rank 40 items will never appear in the Bonus List. Other 
rewards include Money and Exp. The Money is added onto 
the amount you got from killing enemies after returning to 
the Academy. The amount of Exp you get from the Bonus List 
is added to each and every character standing on the map 
when the stage is cleared. Each character gets the amount 
indicated; the value of the Exp bonus isn't split. 


GB Actions That Increase the Bonus Gauge 


| + Low: Damaging targets 


+ Moderate: Defeating targets 
“High: Executing Combo Attacks. The longer the Combo the higher gauge increase 
* Very High: Executing Geo Chains. Gauge goes up relative to the Chain Counter. 


Walkthrough Introduction 


Welcome to the walkthrough section of this 
guide! Disgaea 3 has well over one hundred 
stages of gaming goodness to play through, 
and in here you'll find advice on howto get 
through them all. The stages are divided into 
three main groups: the Main Scenario, the 
Dark World, and the Extra Stages. Before you 
begin to read ahead, it might be good idea 

to consult these first pages to get an idea of 
howto read the various data tables, as well 
as a few general pointers. 


Atthe start of every chapter, you will find 
‘some chests sprinkded around the Academy. 
There are usually three chests to be found 
and they will contain HL or an Itern. Most 
ofthese chests are siting out in the open. 
However, some are cleverly hidden from view. 
unless you rotate the carrera, or do some light 
platform jumping to reach them. The quality 
ofthe contents are arbitrarily determined by a 
Bonus Rank for that chapter. The Bonus Rank 
follows the same scale used for the Bonus 
Ranks of maps, but the chests generally have. 


Tables; and How Read Them! Co 
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than what youcan 
find in the stages, making - p 
them well worth the effort to, Ë 
find. For ease of use, a page will be 

devoted to these chests whenever they first 

become available to collect, along with list of 

their possible contents. 


Each stage that's covered will follow the same 
basic format. The stage's number and name, 
along with any notes about its appearance, 
will be written across the top, followed by 
information regarding the possible stuff. 

you can receive from the Bonus List. Next 
‘comes the walkthrough ofthe stage, which 
is accompanied by one or two screenshots 
to help explain our strategy. Finally, along the 
bottom, you'llfind a list of all enemies and 
objects that appear on the map. 


‘The Bonus Rank info for each 
stage shows the different prizes 
you can get when you reach 
various levels on the Bonus 
Gauge (1). 


One of the three possible 
prizes (2) Exp, HL, or an Item) is 
randomiy picked for each level of 


the Bonus Gauge, as indicated in the table. Basically, the higher the Bonus Rank of 
the stage, the easier it is to get better rewards from clearing it. 


The enemy target table is a litle 
complex, since it conveys a lot more 
information. 


Wel start fromthe left. The Lv column 
(1) shows the targets starting level 

for the stage. The Level of the target 
indicates its relative strength. Itis also a 
factor for stealing and determining the. 
amount of Mana you get from it. 


Next is Class (2), which is used to 
identify the target. Ifthe target has a. 
Geo Effect with colored text, that means 
that the target is Geo Block of that color. 
producing the effect. After that is the 
@rp (Group) column (3). Most targets on 
the map, whether it's shown in-game or 
not, belong to à group. For enemies, the 
group they belong to confers special 
properties to them in battle. Their group 
indicator in-game is show at the 
topdleft of their status window, and it will 
be displayed here in this column. Fan 
enemy’s Group indicator is in a black 
background, then that's the Group's. 
leader. Defeating the leader awards 
additional Exp and HL on top ofthe 
bonuses from the group. A Geo Block 

9 on Geo Panel is considered 

a group. The color of the panel is 


ll 


indicated by the background color of 
the table cell. To dlfferentiate between 
separate groups of blocks (ie: adjacent. 
to one another) they will be marked 

as groups 1, 2, 3 etc. To therightis a 
listing of the markers used to identify 
enemy groups and their effects. 


From there things become a little more 
self-explanatory. Qty (4, Quantity) is 
the number of those same targets on 
the map. Apr (5, Appear) indicates 

the conditions for when those targets 
appear on the map. It could be “F”" 
(First visit only), "R” (Revisits Only), or 
“A” (Always). The Exp, HL, and Mana 
columns (6) show the amounts of each 
that you get for defeating targets, with 
any inherent bonuses from its Group 
already calculated into those results. 
Note that if a target's Level rises, these 
values will change. Finally, what the 
enemy has equipped is noted in the 
Equipment column (7). 

Finally, to the right is also a color 
comparison chart. It matches the 
colors we used in our tables vs, their 
color in the game, just in case it might 
not be clear from the tables themselves, 


D Enemy Group Listing 
Color Comparison Chart 


| Chest Hunting - Cóntents Rank: 1 


Money: 30 HL (5%), 50 HL (20%), 100 HL (20%), 200 HL (5%) 
tems: Rank 1 (1 in 2 chance) 


Chest 1 
The first chest is placed directly behind Mao when you 
starts Impossi to miss 


chest 2 


You can find the second chest by goïng down the stairs 
leading to the pencil platforms behind the Skill Shop. 


Chest 3 


‘The last chestis placed on a ledge below the Hospital. 
Reach it by simply jumping over the wall. 


There are a couple of interesting secrets to be found by 
exploring the Demon Academy. Check the big notice 
board in the main hallway. There's an Eryngi looking at 
ittoo. The notice board contains various hints about 
playing the game. Some are useful, and some aren't. 


IFyou look 
behind the 
giant Prinny 
statueinthe Chef 


there's what 
looks like a cabinet d 
Check this door nine 


ck the board every now and again 


main hall, for some interesting messages. 


loor built into the base. 
times to receive an ABC 


‘Gum, Ws not the most valuable item you'd expect 


What were you expecting? A bomb? to find, but is free. 


Your first tutorial willintroduce you to the basics 
of moving and attacking. Don't send Mao in by 


himself. If you thought he'd win handily, you'd be =, pr 

mistaken. He will not survive this battle if you put L 

him in that situation. Send out all your characters TOTEM NEN, 

and practice entering all their attacks on a single 
Prinny before executing them. You will inflict lots 


more damage this way than if you attacked them 
one at atime. 


Also note the number of objects you can destroy 
here. Even though they don't give much Exp or 
Money, they do give the same amount of Mana as 
anything else here. Try to destroy all the objects 
before clearing this stage for some easy Mana, 
because in Disgaea 3 there's no such thing as 
having toe much of mT á 


“Note: Unavailable after clearing. P You get Mana for destroying objects. 


Enemy Data 


Ll Cine Gar ATV APR EXP HL mans Equipment 


Ien Ee Rank 1 


BG Random Prize RandomPrize2 _ Random Pisa 
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Battle Tactics rt: pdr 


This tutorial serves as an introduction to lifting 
and throwing. After getting rid of the Eryngis 
there's an Orc sitting atop a large pile of boxes, I's 
impossible to reach him unless you throw some 
boxes down to create a staircase of sorts. The 
tutorial indicates that this is the preferred method, 


but there's an easier way. D_You could build astairease…. 


‘That Orc will never move from its 
position until you build a staircase 
(apparently it's afraid of heights). In a. 
classic case of Orcish defense, it's too 
high to reach with characters, but 

it's not too highto be outside the 
range of magic. Have the Red - £ 
Mage you've been provided 
with to cast Fire from a 
distance repeatedly until the 
Orc is defeated. 


zoralDanaaE 12 


DE hut is just quicker to use magic instend, 


“Note: Unavailable after 
clearing. 


BE RandomfPrize1 RandomPrize2 _ Random Prize 


Battle Tactics 


The final tutorial in Chapter 1 will give you a basic 
grasp of Geo Effects and Geo Chains. However, 
there are two ways you can clear this stage. 

You can either defeat all the enemies here by 
manipulating the Geo Effects so that you can kill 
the enemies for their Exp, HL, and Mana; or you can 
use a Geo Chain to wipe them all out and rake in the 
prizes from the Bonus List. 

To execute the Geo Chain, you will need to throw 
the green Geo Block onto the field of blue Geo 
Panels and destroy it. You must destroy the green 
block on the blue panel first; otherwise, the chain 
won't be a success. 

In order to defeat all the enemies here you should 
throw the green Geo Block onto the green panels. 
Once the Geo Block is in place, you can move your 
characters onto those green panels to draw the 
‘enemies to your posttion to easily wipe them out. 


“Unavailable after clearing. 


Enemy Data 


D The green Geo Block needs to he destroyed 
first for along Geo Chain. 


P You'll need the green hlock's effects if you 
want t defeat all enemies, 


Bonus Gauge: Rank 1 
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Battle Tactics 


You don't have to complete this stage to progress. 
However, itis a itle different than the previous stage 
and it can be used for a moderate amount of grinding. 


The Geo Blocks you have to work with are all 
beneficial for you. There are HL and Exp +50% blocks 
nearby, along with an [Enemy Weaken] 50% block. 
Putting all these on the blue panels before drawing 
the Prinnies in can really weaken your enemies 


You should have a look at the Bonus List before you 
begin, though. You can readily boost the gauge up 

to level 4 with a wellplanned Geo Chain to wipe out. 
the Prinnies. In order to pull the chain off, you need to 
throw the Exp +50% block onto the blue panel that's 
between the red block and the green panel. Once the 
block ís in place, destroy the green block to, 

execute the chain and clear the map. 


“Unavailable from Chapter 7 until 
Post-Game, 


O 


D Throw that null Geo Block here, then 
destroy the green one. 


P You can also put all blocks on the blue 
panels to get bonus Erp and HL easily. 


Bonus Gauge: Rank 2 


BE Random Prize Random Prize 2 


Battle Tactics 


After all that training, iës now time fora boss 
fight, hard as itis to believe. With access to the 
Classroom, you can now create a few characters. 
The best characters to bring in to this fight are 
Green and Blue Mages, which you”l need to 
make yourself. 


‘The enemies in this fight are vulnerable to both 
Ice and Wind. Check their element resistances 
before setting up your attacks, so you can pick 
which mage is most effective. To increase your 
new magic-users' effectiveness, you should make 
sure their spells hit at or near the end ofthe attack 
‘eombo to increase their damage output. 


Raspberyl should be your first target, because her. 
attacks are quite deadly. Use your melee attackers 
to prevent Raspberyl's assistants from reaching 
your mages. Don't worry about Almaz. It doesn't 
matter at all whether he survives the battle or not. 
As arule of thumb, letting a neutral character die in 
battle has no consequences. 


“Unavailable from Chapter 7 until Post Game. 
“Receive an ending if you lose to Raspbery/. 


Enemy Data 


Dromos ae | 
neemen 
rn en 

EE CN EN 


TOTAL DAMAGE zO 


p Be careful of Raspberyl's ettacks. 


Stage 


Bonus Gauge: Rank 2 


BE RandomPrise1 RendomPrse2 _ Random Prim A 
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Battle Tactics Eed Hd 


=6: Strongest Hallway’ 


This stage couldn't be any easier. You have the E me 
high ground, with Geo Blocks behind the Base lnd 
affecting Geo Panels in front of you. The panels Fog 

are producing the effects of « 


Weaken Enemy 50%, Ally 
Boost +50%, and Exp +50%. 


Those half-dozen 
Catsabers are weak 
agaïnst ice, while 
the lone Ghost at 
the bottom of the 
stairs is weak 
against fire. This 
means that Mao, 
Blue Mages, and 
Red Mages can all 
really clean house here. 


You can easily just charge 
forward with two or three « 
hand-to-hand attackers to mn : 5 
» 5 
keep the cats busy while you ] Á bt of the enemies on this sg are weak 
rain a storm of ice on them. il Bains ie 
\ 
A 


“Unavailable from Chapter 7 d 
until Post-Game. 


EN 


GRP TY APR OEP HL Mana Easpment 


Bonus Gauge: Rank 2 


EN ET ET 
Battle Tactics 


A new Geo Effect is introduced on this stage, 
Which will cause any enemy defeated on that 
panel to drop a Treasure Chest. The contents of 
the chest will be equivalent to what can be found 
on the Bonus List. Considering the patch of blue 
panels in front of your starting position, it d be 
best to let the Catsabers wander into that area and 
let your fighters act as meat walls to keep them on 
those panels. Once a Catsaber is where you want 
itto be, bring out a Blue Mage/Skull to kill them on 
the spot to get those Treasure Chests to drop. The 
Mothmen will sit stillfor a few turns before coming 
after you. They're quite hard to hit if you're standing 
next to them, but if you attack from afar using wind 
spells, they'll go down easily. 


Ignore the treasure chests on the far side of the 
map. They don't offer anything better than what 
you'd get from the Geo Effects here. On top of that, 
they only appear for the first time you visit this map, 
while the Geo Effect is a constant feature. 


“Unavailable from Chapter 7 until Post-Game. 


Enemy 


TOTAL DAMAGE 0 


D Don't try to aftack a Mothman when 
they're adjacent fo you. Youll probably miss. 


D Defeat enemies on the blie panels, then. 
pop the chests they leave behind. 


ngesf Crossroad 


Bonus Gauge: Rank 2 


BE Random Prize Random Prize 2 


Battle Tactics 


This stage features a lot of red Geo Panels ina, 
plus-sign arrangement. There are also two Geo 
Blocks sitting behind your base panel producing 
ATK +50% and DEF -50%. Trying to fight Prinnies 
and Orcs in this sort of situation is not ideal, 
because it turns everyone into glass canons; you 
hit hard, but die fast. 


In order to make things easier, you should destroy 
one of the blocks with a character who's not 
standing on a Geo Panel. Accomplishing this feat 
will rid the map of all the effects, and seriously 
damage all the ener one shot. The Prinnies 
and Orcs should be child's play now, since they're 
all near death and should be dead after a single hit. 


Revisitthis stage often, because on return visits the 
Geo Blocks will change to give you more Exp and 
Mana, The next stage can be pretty brutal if you're 
not sufficiently powerful enough to take it on. Fall 
back on this stage to power up your troops it you 
need to. 


“Unavailable from Chapter 7 until Post-Game. 


ame am Aen SP Ht 


® Sart your assault with a Geo Chain, 


P Come back to this stage to level up and 
fin Mana. 


Mana Eauipment 


Bonus Gauge: Rank 3 
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Battle Tactics 
This boss stage that closes = Geene 
out Episode 1 is quite unusual Pd 

by Disgaea standards. The 

objective here is to sever 

the thumb and fingers of the 
Strongest Overlord. They 
may be immovable polygonal. 
features of the map, but they 
can pack quite a punch. 


les especially important not 
to leave the middle finger for 
last, as otherwise, its stats 


will double due to its Evility. D_Never leave the middle finger for the agt, or you l be screwed. 


You should work to take out 


the digits in a systematic 
fashion, so as not to get 
caught in the range of their 
attacks by trying to take 
them all on simultaneously. 


(Go after the Pinky first. Take 
notethat its stats will go up 
by 5% for every character 
you bring out. Use Fighters 
and Bow users since it has 
high resistance to magic. 


p_The Bird has a tendancy to flip vut if you're too close. 


Afterwards, attack the Ring Finger. It uses healing 
spells and is even more resistant to magic. 
‘so make sure to get rid of it in one turn using 
physical attacks. 


‘The Middle Finger can easily be taken out using 
fire attacks. It has high stats and an especially 
‘damaging fire attack, so adding Fire Mages to your 
melee contingent will make things easier. 


Defeating the Index Finger now should be a piece 
of cake. Itis ridiculously weak against ice attacks. 
Mao uses ice magic himself, so bringing himinto 
the fray will make this step very easy. 


Finally, you just need to hack away the Thumb. 
Ithas a slight vulnerability to wind attacks, so 
Green Mages will be useful here. It uses star 
magic which you can't reliably defend against, so 
destroy it quicky to avoid taking more damage 
than necessary. 


“Unavailable after clearing on first cycle. 
“Unavailable from Chapter 7 until Post-Game on 
subsequent cycles. 


D Make sure Mao always has the Star Body 
wilgen 


® scenario Not! 


Normally, this stage becomes 
inaccessible after you clear it. 
However, you should be warned that 
when vou revisit it on subsequent 
game cycles, the targets here will be 
at level 1200 and their skills wil be 
significantly more powerful. 


Enemy Data 


et mee car om AP exe Ht 


mana Easipment 


Money: 200 HL (20%), 350 HL (20%), 550 HL (10%) 
Items: Ranks 3-4 (1 in 4 chance for each Rank) 


Chest 1 


‘One chest is located behind the big notice board thatthe Wood 
Golem is standing in front of. Rotate the camera to find it 


Chest 2 


‘Tofind the second chest, head down the stairs away from the 
'Succubus. The chestis at the end of the hallway of pencils. 


& 


Chest 3 


‘The third chest is down the stairs behind the weapon and armor 
‘shops. You'l need to rotate the camera to find the stairs. 


On your first playthrough of the game, you 
will need to talk to Geoffrey. He will send you 
through a series of tutorial stages to learn 
about advanced Geo Block techniques. On 
your subsequent playthroughs, you will not 
have to go through these stages, and can 
turn to Page 98 to advance the story. 


RE 


dS 


Tutorial4 


Bonus Gauge: Rank 3 


BG Random Prise) A 


mPize2 Random Prize 


Battle Tactics 


For this tutorial, you will learn how to execute Geo 
‘Chains using groups of Geo Blocks wen there are 
no Geo Panels around. The basic concept is that if a. 
Geo Block of one color lands next to another Block 
of that same color, then all Geo Blocks of that color 
adjacent to one another will be destroyed in a chain. 
‘This will hold true in situations where a Geo Block 
of a different color falls down from being stacked on __» Throw a Geo Block next to a block of the 
a Geo Block that was destroyed and lands nextto same color to start a chain. 

another Geo Block of that same color. 


To execute this particular type of Geo Chain on this 
stage, all you need to do is throw the lone red Geo 

Block either on top of or next to the large group of red Blocks nearby. Youll notice after the 
chain that the enemies will take damage from standing on blocks that were destroyed in it. 


IFyou happen to be powerful enough to withstand the attacks from the enemies here, espes 


ly 
with all the Enemy Boost +50% blocks around, you could simply forego the tutorial and destroy 
each of the blocks individually to amass a lot of Mana instead. Either way, once the all the 
blocks have been destroyed you will have a much easier time with the enemies. Green Slimes 
fall easily to fire attacks, and Marionettes are weak against wind. 


“Unavallable after clearing. 
“Unavailable on subsequent cycles. 


Enemy Data 


RP GTV APR EXP HL Mana Eauspment 


Bonus Gauge: Rank 3 


BG Random Prize} AandomPrize2 _ Random Prize 


Battle Tactics 


‘This tutorial is another exercise in performing 
Geo Block Chains. This time you have a, 

huge stack of ATK +50% blocks with some 
indestructible boxes blocking your path. As you 
‘cam see from moving the cursor over the Thieves 
standing on top of the stack, the effects of all 

the blocks beneath ther are added together to 


produce an effect of ATK +200%. PP a magie wer here and those Thieves 
That effect may seem very deadly, but the Thieves __ will never afiack you. 

will never move from their initial positions at all, 

and they wil only fire their guns if you're standing 

directly in front of them. In order to bring them down, you first need to throw that lone Geo 
Block next to the stack to start a chain. Accomplish this by throwing the block from one 
character to another. 


Take note that you can get nearly 500 Mana from destroying all of the blocks. To do this, you 
simply need to defeat all the Thieves first before you do anything. This can be accomplished 
easily by improving your Magic Spells to +2, which allows you to target a row of Thieves easily. 
Stand outside their targeting range and you can easily defeat them without being attacked. 


“Unavailable after clearing. 
“Unavallable on subsequent cycles. 


Enemy Data 


Le Chase RP am APR EP HL Mana Egupmant 


Stage 2-3: Tutorial 6 


Bonus Gauge: Rank 3 5 
Eed 
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Battle Tactics 


The final Geo Block tutorial map introduces two 
things to you. The first Is that you must learn to look 
for the composition patterns of all blocks and boxes 
in the area, and the second concems the different 
amounts of damage. 


You start in front of a high tower-like structure in the 


middle of the map with female Fighters and « Green 8 7 
Mage at the top. You simply can'thopeto survive _ ? Enemies fake damage depending upon. 


without starting the chain on the first turn, sincethe__ how many blocks beneath them were 
Fighters are carrying bows and sitting on abunchof _ destroyed. 
Enemy Boost +50% Blocks. 


When you throw the Geo Block to the stack to start 

the chain, the remaining boxes left behind wil form a “staircase” of sorts to allow you to reach 
the Green Mage at the top, Also note that the Fighters will not all take the same amount of 
‘damage. The amount of damage is equal to 20% for every block under them that was destroyed 
in the chain. Be aware that enemies can never be killed in Geo Block chains. They will be left 
with 1 HP ifthey're standing on five or more blocks. 

‘The enemies should be easy pickings now. Be on the lookout for any Geo Block construction 
patterns such as these, so that you can use them to create a staircase to reach otherwise 
inaccessible heights. 


“Unavallable after clearing. 
“Unavailable on subsequent cycles. 


Enemy Data 


wt Cia 


Rr QT APR EXP HL Mana Eauipmant 


Scenario Note 


les now time to head to the “Heart 
Bank” Talk to the Archer that's across 
from the Ninja's skill shop to get there. 
Your hub will be here for the next 
couple of battles. Since this is a new 
hub, there are also a few additional 
chests lying about as well. 


_ Chest Hunting 


Money: 200 HL (20%), 350 HL (20%), 550 HL (10%) 
Items: Ranks 3-4 (1 in 4 chance for each Rank) 


‘The first one can'tbe missed, as is sitting right behind the 
merchants. 


Chest 5 


Head down the makeshift slope to Pleinair's rightto find the 
second chest. 


[ chest6 


‘This one requires you to rotate the camera to a certain angle 
tofind it. There's a small hidden path between the Nurse and 
Weapon merchant that leads behind them to the third chest. 


-4: Childhoód Memo 


Bonus Gauge: Rank 4 
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Battle Tactics 


You'll be fighting Raspberyl and 
her accomplices again, and this 
time, is on a large array of Geo 
Blocks. Though it might seem 
tempting to get rid of all those. 
red blocks with a chain, you 
should keep them around. They 
produce Exp +50% effects for 
virtually the entre battlefield. 


Keep a close eye on the Geo Effects, since some 
places can give defensives boost of either 50 or 

100%. IFan enemy is standing on one of these 

spots, throw them to a place where they aren't | 
getting the boost. | 


IFyou're having trouble visualizing where these | 

DEF +50% blocks are, save the game before you 

start and get rid of the red blocks with a chain. ' 
Memorize the pattern position of the “uncovered” 
yellow blocks and then reload the save. 


When dealing Raspberyl and her cohorts, you should 
stand in places where there's at least a DEF +50% effect. 
Having characters with fire resistance 
will help too, since Raspberyl can 

hit very hard with fire magic from, at 
most, four panels away. Her and her 
assistants don't have much more HP 
than normal enemies, so it shouldn't 
take long to defeat them. 


“Receive an ending If you lose to kon 54 k 
Raspberyl Tr d 

» Use long-range skis to hit enêmies acts d 
Enemy Data the gps. ld | 
wi cht cme om arn er Ht mans Eapmant 


Bonus Gauge: Rank 4 


Battle Tactics 


This stage starts with several enemies standing 
in a field of Enemy Boost +100% panels. In order 

to tip the scales in your favor, you should throw a 
character toward the yellow Geo Block and destroy 
it. This will create a Geo Chain that will moderately 
damage the enemies and get rid of that effect to 
boot. Now you can toss that red Geo Block into 

the field of Geo Panels to weaken your adversaries 
even further. 


You should work on taking out those male Clerics 
irst, because they can be a real nuisance if you let 
them healthe Heavy Knights and sap away your 
ATK stat. Once the Clerics are gone, deal with the 
Heavy Knights by attacking them with wind-based 
skills. IFyou look at the Heavy Knight's special trait, 
you'll see that they take less damage if you attack 
them from the front, so be sure to attack them from 
behind or the sides. 


There's a chest placed very high up on the map, 
You can easily destroy it by using magic attacks 
from standing on either of the crates to the side of 
the heart. 


Enemy Data 


u Car car am APR EP HL 


P Get rid of the Geo Effects with a chain 
before you do anything else. 


D You can destroy this chest with magic by 
placing a magic user here, 


Bonus Gauge: Rank 4 ï 
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Battle Tactics 


This is a remarkably simple stage. Raspberyl and 
her compatriots wil be NPC alles during the fight 
and they're more than a match for the enemies 
here. You could leave them to fight this battle on 
their own, but there's something better you can do. 


Look at how much Exp and Mana Raspberyl and EE 
her alles are worth if you manage to kil ther, All 5 5 
three of them together are worth more in Expand _® Defeating Raspberyl and her lackeys gives 
Mana than all the enemies in this stage combined. __ you loads of Exp and Mana, 

Therefore you should let the enemies weaken 

them a bit before you land the killing blows. 


TOTAL DAMAGE 154 


NPCs that die during battles dort affect the outcome or ending, so they're just basically free 
sacks of additional loot for you to acquire if you want it IPs not a requirement to clear the 
stage, but in this instance the reward for doing so is very much worth the effort. 


Enemy Data 


GRP GTV APR EP HL Mana Eaipment 


Cooking Corridor” 


Bonus Gauge: Rank 5 


pj ete | mn | 
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Battle Tactics 


This is yet another easy stage Where the gamethinks 
you need overpowered NPCs to help. Raspberyl and 
‘company will join again to help you out, and just like 
before, they're worth more In Exp and Mana than all 
the enemies here, so feel ree to get rid of them first. 
In order to clear this stage you need to “tear down” 
walls of Geo Blocks to reach the enemies. Start by 
throwing the No Color Change block at the fourth. P If your magic attack range is built up, you 
group of Geo Blocks to start a chain. This willallow __ can forego getting rid of the blocks. 

youto fight the Alraunes and the War Cats. Once 

they've been defeated go for the last two enemies. Destroy the fourteenth group of Geo Blocks 
by throwing the green No Color Change block at it. That's how to clear the stage normally, but 
#5 actually far easier to upgrade your fre and ice spells to at least +3 and just bombard the 
‘enemies on the other side ofthe Geo Blocks. Fyou do it this way, then you won't be in danger 
oftaking a single hit 


Enemy Data 


ee RP OT APR EP HL Mana Eaipment 


TOTAL DAMAGE 172 


Bonus Gauge: Rank 5 
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Battle Tactics 


Raspberyl and her crew are with you for one more 
fight, and this time they’ be quite useful. There's 
a bunch of enemies on this stage for them to mix 
itup with as you charge ahead toward Champloo. " : 
On the enemy’s first turn, the Catsaber will become bi hat Ctaber before it becomes 
‘Champloo's weapon, making him even more ploo's weapon, 

powerful than he is already. Prevent this from 

happening by tower throwing a strong character, stch as Mao, to take out not only the 
Catsaber but also the two Matangos in one hit. Blade Rush or a blastof ice magic will 
definitely kllthe feline. The Cockatrices are a pretty fearsome enemy, largely because 
oftheir trait of sealing away the use of your skils if you happen to be standing nextto 
‘one. Whatever you do, always attack the Cockatrices with ranged attacks. Note that 

in order to finish this stage you must kill all the enemies and the Dragon's Egg that is 
placed on the far corner of the map. 


Enemy Data 


we Char RP aTv APR EXP HL mana Equipment 


® scenario Note! 


Once again its time to talk to the Archer to 
venture inside Mao's soul and continue onwards to 
the next stage. 


Bonus Gauge: Rank 5 | 2 
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Battle Tactics 


‘Ah, now this is more like it. 
Just look at all those Exp 
+50% blocks. This stage 
serves as a bit of a breather 
before the following stage that 
‘comes up next and allows you 
to grind for levels. There's a. 
multitude of things you can do 
on this stage, but you should 
execute a Block chain on your 
first visit because on return 
visits the Geo Blocks that. 
make the chains happen will 
no longer be around. 


» This long Geo Chain can only be done on your first vi 


‘The first and most obvious alternative when 
revisiting the stage is to simply plow on 
through all these enemies and get bonus 
experience from defeating them on the Geo 
Blocks. However, a better method would be 

to systernatically create a giant tower of Geo 
Blocks. In order to do that you need to make 
sure that Blocks of the same color aren't 
touching each other, because you cant lift a, 

p There are Exp 50% blocks everywhere. Block if it belongs to a group of the same color. 


You will need to make sure to, 
create a staircase using those 
Blocks as well. The makeshift 
staircase is necessary in order 
to actually reach those enemies 
you want to throw onto the 
highest tower. I®s possible to 
get an Exp bonus of at east 
+500%! Finally, because there 
are so many Blocks here, you 
could destroy each of them 
with attacks for alotof Mana. 
Each one is worth 5, so you're 
sitting on atotal of nearly 300, SE EE, 
Manan this stage alone. Make _ ® Ïftakesa bt f work todo, but if youre proficient a then the 
use of that “Mana Stealing” skysthe limit. 

elubto spread it around. 


‘isin 


Enemy Data 


| Stage 2-10; HeareVault 


Bonus Gauge: Rank 6 
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Battle Tactics 


Fever there were a stage that needed to be cleared 
using only a single character, this would be one of 
them, All the enemies here have Mao's default trait, 
which makes each of them more powerful with 
every character you bring out. The optimal number 
of characters to use would be one. 


Italso seems that this stage seems tailor- 


made for Mao as well. The enemies all have a, p_Like Mao, he uses io magic Unlike Man, 
weakness against ice magic, which Mao uses, hes weak against it, 

and a couple ofenemies use ice magic, Mao's 

favored resistance. 


The best strategy when fighting alone is one where you can simply outlast your opponents, 
as you lay into them, so give Mao a lot of HP and DEF by equipping a high-ranking armor 
‘and muscle. Start by moving him onto the Heal 20% panel and eliminate any enemy that 
winds up standing on either the ATK +50% or Attack +1 Panels. 

IFyou're not strong enough to withstand this onslaught, bring a few HP recovery items, or 
gain some levels on the previous stage. 


Enemy Data 


vel Chase RP arv APR EXP HL Mana Equipment 


Money: 800 HL (20%), 1,100 HL (20%), 1,500 HL (10%) 
Items: Ranks 5-7 (1 in 6 chance for each Rank) 


Chest 1 

When yau start the chapter, head down the stairs to Mao's 
right (or the playerslft) and youlfind a chest just siting on 
the edge ofthe staircase tothe main hal 


Jump over the Armer Merchants desk to find the second 
chestin her kiosk. 


Chest 3 


Walk over toward the dimensional gate and you’ 
chest behind the butler. 


® scenario Noe! 


In order to proceed to Stage 3-4 you must have 
‘an Item in your bag or warehouse that is Level 10 
or higher. This means a trip to the item World. You 
‘don't have to fight your way through all 10 floors. 
Just get to the exit gates as quickly as possible 
by tower-throwing your characters around. 

You do not have to do this until after Stage 

3-3, but keep this in mind. 


| Stage 3-1: Blazingirestorm 


Bonus Gauge: Rank 6 


BG RandomPrisei AandomPrse2 _ Random Prise 
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Battle Tactics 


There are a lot of Ghouls in this stage, and almost 
all of them are standing on the yellow Geo Panel 
field that covers much of the map. There are also 
three Damage 20% blocks lying around, waiting for 
you to place them in this field. 


What makes this stage so easy is that none ofthe 
‘enemies will move from their positions unless you 
get close to them. Start by throwing the Red Block 
into the Geo Panel field, and assault the group of 
Ghouls that detected you. After you've done that, 
just wait for fiveturns until the Geo Effect kills the 
remaining Ghouls. 

All that's left for you to do now is press forward 
‘and dispatch the remaining enemies. Take the time 
to put the other two blocks on the panels and start 
a Geo Chain. This wil boost the gauge by about 
four additional levels. 


» After five turns of geo damage the army of 
zombies will be drastically reduced. 


Bonus Gauge: Rank 6 


Battle Tactics 


‘This stage is arranged as à series of mini-goals, 
that you must achieve In order to complete it 
‘successfully. First, defeat the slimes guarding 

the Enemy Boost block, then send a character. 
over to the red Geo Block and destroy it in order 
to make those Gunslingers in your way easier to 
defeat. Once the Gunslingers have been defeated, 
you need to throw severalcharactersacrossthe _p Pa Red Maye here in the middle of the 
‘chasm to defeat the rest of the enemies. Teva rin fre dove on those Ganslingers. 
IFthat seems like a lot of work, there is a sneaky 

alternative if you have a Red Mage with at least +4 

in a Fire Magic skill. Tthere is a single panel in the middle of the lava that the Gunslingers 
‘cannot target. Is just to the right of the rightmost Gunslinger. IFyou put a Red Mage here 

you can freely hit them without fear of the enemy attacking. 


There is a chest on this stage, but it's too far out of the way to even bother trying to crack it 
open. isn't worth the extra effort on top of what you already have to do to clear this map. 


Enemy Data 
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Bonus Gauge: Rank 7 
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Battle Tactics 


This is another stage that requires a fair bit of effort 
from the player. You'1l start between two groups of 
magic users, who are standing in a large field of. 
Enemy Boost +50% panels. On either side ofthe 
map is athief guarding the Enemy Boost block 


as well as a Silence block. You will need to have a Tora vanaat N55 
character with athrowing range of at least 4 to reach 
them both. ® Throw a character onto an island, defeat 


Since the Geo Panels that the magic users are the Thief, and rearrenge the Geo Blocks. 
standing on are also affected by the HP/SP Switch 

effect, you'll want to get rid of it too, Therefore, you 

should simply destroy the Enemy Boost blocks. This starts a small chain that will wipe 

out boh effects and replace them with Silence. Be careful not to get within 5 panels of the 
mages, or they’1 start to attack. Once the mages have been silenoed, however, they will drop 
like lies. On return visits to the stage, the HPJSP Switch Geo Blocks will be replaced by Exp. 
+50% ones. This isn't the greatest stage for level-building, but it's not a bad place to gain 
some extra cash. Kiling Thieves can really help your wallet out, since they give out insane 
amounts of HL. 


Enemy Data 


Bonus Gauge: Rank 7 
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Battle Tactics - 
This may look ke a great stage to level up in, but 

ittakes a little too long to complete to be useful. = 
The enemies are divided up into two small groups 
and they won't move until you get within range of 
them. The group that's sitting on a whole bunch 
of Exp +50% Blocks is so far away that it takes 
several turns to reach them, and you have to fight 
through the first group of enemies first. 


To start this stage off right, throw the No Color This in tagen lepel hiling eso 
Change block next to the other green Blocks, get ri of de lc ome ener 
which are holding up sore indestructible boxes. 

“Tis will damage a few ofthe enemies standing on 

top of them and create a staircase to reach the second half ofthe map, After defeating those 
enemies i’s time to throw that spare Red Block onto the large arrangement of Exp bonus 
blocks. This wil create a very long chain and moderately damage allthose enemies at the 
far end, making them easier to kil. 


‘The two chests on this stage do not appear on subsequent visits. They're pretty easy to 
reach, so it's worth your while to collect whatever additional goodies they have. 


Enemy Data 


Bonus Gauge: Rank 7 
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Battle Tactics 


At first glance, this stage seems stupidly unfair. It 
basically forces you to travel single-ile through 
progressively more annoying Geo Block effects 
that are stacked up to three blocks high. First you 
have ATK 50%, then DEF 50%, followed by Silence, 
Enemy Boost +50%, Ally Damage 20%, and finally. 
Enemy Boost x3. The only safe spots on the map 
are the areas at either end of the stage and the 
pillars between each set of Geo Blocks. 


This doesn't look good, but it's actually really 
simple. All you need are characters who can hit 
things from up to four panels away. The Mothmen 
will eventually wind their way toward you, while the 
Geo Masters will all stay put. All you really need to 
do is snipe the first two or three Geo Masters from 
afar, then wait for the Mothmen to stop on the ATK 
or DEF lowering blocks. Once the Mothmen have 
been defeated, you can shoot dowm the remaining 
Geo Masters. 


Enemy Data 


TOTAL DAMAGE 119 


P „ifs nat good for the enemies either. 


GRP TY APR EP HL Mans Equipment 


Bonus Gauge: Rank 8 
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Battle Tactics 


You start at the top of a very high tower of Geo 
Blocks and boxes with the base panel surrounded 
by Cockatrices. There is virtualy no room to move 
about, so you will be stuck using normal attacks, Be 
thanks to the Cockatrices' trait of sealing away BE 
your skills by standing next to them. To make an 
matters worse, the stack of Geo Blocks generally 


has effects of ATK 100%, DEF +100%, and D_Where there's a wooden hoz. destroy it. 
Recovery 20%. 


‘The name of the game here is to eliminate all Geo Blocks as quickly as you can to defeat the 
Cockatrices. Next to the base panel, there is a blue Geo Block being held up by a crate. If you 
destroy the crate, that block will fall, land on another blue Geo Block, and start a chain. When 
the blue blocks are gone, the same situation will appear with the yellow and green ones. 
However, you might want to leave the green blocks alone because they'll restore your troops” 
HP, since the Cockatrices are hampering your ability to use healing skis. 


In order to defeat the Cockatrices you'll want to use characters with high ATK stats. If you're 
able to maneuver characters so they're not standing next to a Cockatrice, then you can use ice 
magic to hit their weak spot. 


Enemy Data 
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Bonus Gauge: Rank 8 
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Battle Tactics 


Is you up against an army of Raspberyls? The 
‘annoying thing about this battle is that every Geo 
Panel has somne form of an Enemy Boost effect on it. 
You're given a Weaken Enemy block to make things 
easier, but the fact remains that those Enemy Boost 
blocks are sitting at the back of the map behind all 
those Raspberyl clones. 


Its best to just simply ignore the puzzle of dealing 
with the Geo Blocks, and just focus onluringthe __ Enemy hlk, 
elones off those Geo Panels. The easiest way to do 
that is to move a character onto the path of books 
away from the central roll of paper. There areless 
Geo Panels there, and on top of that they Il have 

to move about in such a way that they'I be easy to 
pick off with long-range attacks. 


The only other thing of note here is that one ofthe 
clones has double the HP of any of the rest. She's 
not any more powerful than the others, but just takes. 
a little bit longer to defeat. Try to link skills between 5 E 
characters to do huge damage really quickly. P Focus on luring the Raspberyls onto this 


portion of the map, 


we Cia GAP OTY APR EXP HL Mana Equipment 


Bonus Gauge: Rank 8 
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Battle Tactics 


‘This looks like a straightforward fight, but is 
actually pretty tough. There are Archers everywhere 
you look, and half of them are on essentially 


unreachable stacks of desks. Be warned that the ze 
Archers here are incredibly deadly. Even though ri 
you have Raspberyl, her two sidekicks, and cm EA 


‘Champloo, they will not last long here. KA dd 


In order to defeat these enemies without getting > 
ripped apart, you need to attack them from at least el Lienen 
5 panels away. Fire or Star magic works best. 

Picking spots to fire spells from is crucial, so be 

sure to check the Archers’ movement ranges to determine where a character should not be. 
‘standing. As long as you can hit the Archers from outside oftheir range, you'll get through 
here unscathed. 


Note that your NPC allies do give out alot of Exp and Mana for being defeated, They'l all die 
here quickly, so don't let the enemies kill them. Instead, you should kil them yourself. les not ike 
they'Illast long enough to actually help out when you know what you're doing and they don't. 


Enemy Data 


Le Chase GRP OTV APR EKP HL Mans Equipment 


Money: 2,000 HL (5%), 2,500 HL (20%), 3,000 HL (20%), 4,000 HL (5%) 


tems: Ranks 7-10 (fin 8 chance for each Rank) 


 chest1 


You need to have the camera set to the overhead view to even 
spot this one. I's down the stairs that are behind and to the 
right of the Shaman. 


Chest 2 


‘This one's on top ofthe medical cabinet behind the Nurse. 
Jump on the bed, and from there jump onto the cabinet to reach. 
the chest. 


Chest 3 


‘Thethird one is perched atop a floating pencil behind the Armor 
Merchant. To reach it you need to jump onto the pyramic-ike pillar. 
atthe stal rear comer, and then make a fearless jymp to reach it 


Stage 4-1: Freezing Soul 


Bonus Gauge: Rank 9 


EE 
BEE EI EEE 

EE NET TC 
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Battle Tactics 


This doesn't look good. Your Base Panel is in the 
middle of a field of blue panels that have the Enemy 
Boost +50% effect, with some strong demons 
surrounding you. There are two Weaken Enemy 
blocks on either side of the map to help you out. 


In order to make this stage easy, you need to tower- 
throw a character over tothe Enemy Boost block 
and destroy it. This will turn all the blue panels to 
red, meaning they now have the Weaken Enemy 
—50% effect. The next step is to tower-throw another 
character over to the purple Geo Block and toss 
that onto a red panel. That character must have 
athrowing range of 5 or more to be able to toss 

the block over the chasm. With the demons' stats 
reduced to virtually nothing, there's little they can do 
to harm you. 


On return visits, this stage becomes a fantastic place 
to eam some Mana. Prinnies by themselves give out 
100% more Mana than yow'd expect, and then there 

are Mana +50% blocks to boost it even further. If you 


» Geta character over to that Enemy Boost 
black and destroy 


® Mental note: Prinnies are fat sacks of Mana. 


need a bit of easy Mana, you'll be falling back on this stage for some time to come. 


RP Tv APR DP HL 


Bonus Gauge: Rank 9 


EEE 
EEEN ET EEN 
EE EL 
CN EET EC 


Battle Tactics 


There are a lot of Gunners here, and fortunately, 
they don't move from their spots. The bad news 

is that they are all placed on their own Geo Panels 
that grant them Attack +1, Enemy Boost +50%, and 
Clone. All these effects must be neutralized on the 
first turn to avoid trouble later on. The Geo Blocks 
producing these effects are located on the stage's 
three edges that are furthest from the Base Panel 
and are quarded by Wolves. 


Getting rid of the effects requires you to tower- 
throw a character over to either the Attack + or 
Clone block and destroy it. You should compose. 
your tower of characters carefully, because after 
you do this they will be vulnerable to attack. I's 
best to use characters with a high tolerance for 
physical attacks. 


After the effects are gone, it becomes a simple 
matter of moving your characters around so as not __P Tower-hrow a character across the map 


to stand in a Gunner's line of sight. If you do this, and destroy this block to power down those 
you can safely attack a Gunner without worying __gmmen. 


about reprisals. 


Enemy Deta 
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Battle Tactics 


This is yet another place that requires you totower- 
throw a character over along distance to win. The 
battlefield is covered in cyan panels that have the 
effects of “Move -2” and Enemy Level Up 10%. The 
Enemy Level Up block is positioned on the other 
‘end of the stage behind this massive army of Slugs. 
You won't be getting there any time soon, and thus 
can't stop their levels from increasing every turn, so 
you must arrange characters who have a high RES 
stat in a tower to throw a character over to the block 
and throw it off the cyan panels. 


You don't want to destroy the block, because that will cause a chain that will get 
the enemies’ movement drastically 
reduced helps to prevent them from ganging up on the characters you 

Just threw to get rid of that unending level upeffect. You can alleviate the 
movement reduction easily by equipping your characters with shoes, 
so that they can move around as they normally would on this stage. 
The enemies here start out slightly weaker than the others you've 
‘encountered so far. This is to balance the Enemy Level Up effect 
from making the enemies too strong too quickly. That said, if 
you let the enemies level up on purpose, you will get loads of 
experience if you manage to defeat them, which is great if 
you're low on levels. Be careful to not let the enemies get so 


rid ofthe “Move -2” effect as well. Har 


strong that you can't defeat them. 


GRP om APR EXP Ht 


» Throw the level wp block elsewhere, but 


dont destroy it. 


Mana Equipment 


After having completed Stage 4-3, 
you'll wind up again in Mao's. 
Heart. This will be your hub for the 
remainder of the chapter. Naturally, 
there are a few more chests to 


collect in here. Nn: Pd | 


‘Chest Hunting - Cents Rani: 1 


Money: 2,000 HL (5%), 2,500 HL (20%), 3,000 HL (20%), 4,000 HL (5%) 
Items: Ranks 7-10 (1 in 8 chance for each Rank) 


‘One chest is located near the Beast Tamer and is partially 


‘ofsscured by crystals. You need to Jump over those crystals to 
reach it. 


Chest 5 


‘The next one is in a corner between the Pleinair and the Samural. 
You need to go down those stairs foreach the path that leads tot. 


Chest 6 


‘The last chest is a bit tricky to locate. I's behind a giant green 
erystal that's next to all the vendors. The path to itis near Pleinair. 
You’ have to jump onto and over some crystalsto getto it. 


Stage 4-4: Murderóus Intent / 


Bonus Gauge: Rank 10 
LE andom Pres 2 EE 5 <r EN 
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Battle Tactics 


You'll start this fight on a small narrow island, while 
all the enemies are on another (much larger) island. 
They are all standing on a huge group of Silence 
blocks. ls a good idea to leave the blocks alone, 
because otherwise, you'll get pounded with an 

assortment of powerful skills and elemental magi 


There is also a pair of Ally Boost +50% blocks 2 
‘opposite of where you start. Throw a couple of ® Those Silence blocks actually keep you 
Archers onto that portion of the map andthey can __frum being pounded on. 

freely attack anything that comes within range of 

them with tle chance of being countered. You 
should also bring out Mao and a fewice magic 
casters to help. 


IFyou need help luring the enemies into everyone's 
attacking range, you should employ a Slime or two. 
Slimes take half damage from normal attacks, which 
make them very useful to lure in enemies. 


msn 


p Get some Archers onto those yellow blocks 
to snipe af the coming pieces of Mao's heart. 


RP OT APR EXP HL Mana Equipment 


| Stage 4-5: PsychoRoom 


Bonus Gauge: Rank 1 


BE RandomPrise1 RandomPrize2 Random Prize 


Battle Tactics 


‘This battle is virtually identical to Stage 1-9. The 
hand is a Ïittle stronger than before, but so are you. 
This shouldn't be a problem at all. 


The layout of the battlefield is identical so you can 
use the same strategy you employed before. 


“Unavailable after clearing. 


® scenario Note! 


After completing Stage 4-5, you'll 
return to the Academy. 
‘The visit is short-ived though, as 


| you'l need to talk to the Heart Banker 
to continue on with the chapter. 


Stage 4-6: FutileRévenge 


Bonus Gauge: Rank 11 


BE RandomPriss1 RandomPrize2 _ fandom Prise 


Battle Tactics 


This stage is interesting. There's à massive number 
of Geo Blocks arranged in a checkerboardike 
layout. Red means Warp and blue means Silence. If 
you want to use skills, you'll be somewhere else on 
the following turn. IFyou want to prevent yourself. 
from being warped around, you are prohibited from 


using skills, 
You can also use the checkerboard layout toforce __ ® Äfack from red blocks, but run away to 
‘the enemies to stand on specific panels when the blue ones for safety. 

they attack you. If you 

have a character stand 


on a red block, there's a 
good chance one ofthose 
mushrooms will move 
onto a blue block and 
vice versa. Therefore, if 
you want to go on the 
offensive, stand on red 
blocks. If you want to go 
on the defensive, stand « nn 
on blue blocks. DP» Fire aachs can gready help in geting rid 
af the mushrooms, 


TOTAL DAMAGE” 0 


Since none of these 
blocks are touching 
each other, you can also get rid of them via short chains. This 
‘can be useful When you want a character in a specific place to 
be able to use skills, and not get warped away afterwards. These 
‘shrooms have a slight weakness against fire, so using fire mages 
that warp around the map can also be highly effective. 


Bonus Gauge: Rank 12 


BG Random Prise1 RandomPrise2 _ Random Prize 


Battle Tactics 


You're facing off against 
another Piece of Mind, and he 
is far more powerful than any 
foe you have faced. t's made 
harder still by the map being 
virtually covered in purple 
panels producing the Ally 
Damage 20% effect. However, 
there is a sneaky little way of 
tuming the tables in your favor. 


Bring out a single character 
who has a movement range 
‘of 5; Mao would be ideal here. 
There is a Warp block near 
the base panel, so move him 
there and end your turn, Your opponents will 
stay stll and Mao will appear in one ofthe far 
corners of the map. Now move Mao between. 
the cyan and purple blocks, and destroy the cyan Dam. 
block that ie producing the Ally Damage 20% effect to 
damage all of your enemies. End yourturn again; 

is important that Mao is positioned between those 
two blocks because otherwise two Idols will move 
into attack him on that turn, and we need just 
‘one more turn to complete this manewver. 
The final step is to throw the purple block, 
which has the effect of Ally Boost +50%, 

onto the place where the Ally Damage 

block was before. 


With mostof the map 
covered in panels to boost 
your characters’ stats, it's 
timeto bring them all out. 
You'll want characters 

that aren't particularly 
vulnerable to Wind-based 
attacks, since the Wolf 
will become the soul 
fragment's weapon, which 
gives ita reasonably 
powerful ranged wind 
attack. You should focus 
‘on combos and linking 
skills together to quickly 
inflict as much damage 

as you can. Ifthe enemies 
bunch up, don't hesitate to 
bring in some Blue Mages, 
since all the enemies here 
are vulnerable to ice 


car or AP EP 


® Scenario Note! 


From now on, your home 
base will be in a whole new 


building. 
„ 
The various NPCs arenow 
in more organized and 
easily-found positions. pÀ 
mn 


Money: 7,000 HL (15%), 10,000 HL (20%), 15,000 HL (15%) 
Items: Ranks 10-15 (1 in 12 chance for each Rank) 


‘One chest is inside the fem vendor's stal. 


‘Another chest is on top of the bookcase in the armor vendors 
kiosk. Jump on the water pail and you'l be able to jump ontothe 
bookcase. 


‘The third chest can be found \ying on the floor of the weapon 
dealer’s store. 


Stage 5-1: No Runfing Hallway 


Bonus Gauge: Rank 12 EN 


EN EE 


Battle Tactics 


This is a really fun stage to play through. Nearly 
every enemy here is a Prinny, and there are barrels 
everywhere you look. Barrels will explode when 
they're throwm or are caught in an explosion, just 
like Prinnies, so you can probably see what's 
coming next. 


IFyou grab one ofthe barrels near the Base Panel and 
ln ia ond ot ie banoe ki canan inbaennl: Barrels explade when thrown. just like 
chain reaction of explosions. Virtually everyenemy _Prinnies do, sn. 

will be killed, and the three remaining Orc brothers 
willeither be severely injured or killed outright. 


Once the damage has been done, the rest is a 
cakewalk. There's little pcint to coming back here, 
so dont feel guilty about clearing such 
a cheap manner. 


BE RandemPrise1 RendomPrize2 _ Random Prim 


Bonus Gauge: Rank 13 ST 5 
En. 


Battle Tactics 
Your opponents have a new trick uptheir sleeves. ENEMY TURN 


You can't use the two Base Panels on either side. 

ofthe map; instead they're spawming points, 

for even more enemies to pop out of. One new | 

‘enemy will appear at either of those points at the d 
inning ofthe Enemy Phase of the turn, and 

BS De for nine E This is especially bad _P Enemies will spawn each tum fram either. 

because there's a Fusion effect covering theentire__ of these red Bas? Panels, 

map, which means that the enemies will keep on 

‘combining every turn until they're too high-evel for you to beat them, 


First off, concentrate on destroying the Geo Black in the back that's producing this effect 
by tower-throwing a character over to it. With the Fusion effect gone, you can start working 
‘on getting rid of the enemies here. Note that the Empusas here take less damage from, 
male characters than they do from females, and that they like to use à skill that infticts 
your character with the Deprave status. They are vulnerable to wind attacks, so you should 
‘employ some female characters with Wind-based skills to get rid of them quickly. 


The battle's over once there are no enemies left on the map, so t's possible to clear this, 
‘stage before all the Empusas hiding in those Base Panels show up. On return vi 
however, ill be worth your while to let all the enemies come out since the Fusion block is. 
replaced by Exp +50%, which makes this a semi-useful stage for level grinding. 


Boa Data 


Gap ar APR EP HL 


“1 Empusa will appear rom an enemy Base Panel at the start of each enemy phase for 8 turns, 


Battle Tactics 


The first of these battles is set up like Stage 5-1. 
There are a lot of exploding barrels placed on the 
map, with a large group of assorted monsters 
packed together tightiy at the far end of the map. 
You'll want to spend as lift time as possible on this 
map so that you can deal with the next stage that 
comes immediately afterwards. Throw a barrel next fo a Prinny out front 
‘To finish this stage quickly, you should pickup a for the biggest bang. 

barrel and throw It near one ofthe Prinnies that are 
in front. The ensuing explosions should wipe out 

a few monsters, leaving the others injured. You can pan 
get away with two of these explosion chains before it Db 3 Scenario Note! 
becomes a little more difficult to damage enemies en 

masse like this. 


The next battle is immediately 
afterwards. You wil not return. 
to the Academy until after the 
next battle is completed. 


With only a few stragglers left and a boss to defeat, 
you can bring out your heavy hitters to deal with 
the rest ofthem. Gold Knuckle wil not start to move 
unless you're standing within four panels of him. 
You can easily finish off the remaining enemies by 
drawing them away before starting in on him. 


Enemy Data 
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Bonus Gauge: Rank 14 
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Battle Tactics 


The last part of this stage 
‘cam be quite hard, because 
the Geo Panels are arranged 
according to the floors, 
‘checkerboard style. The light- 
colored squares have green 
panels that lower your DEF. 
by 50%, and the dark-colored 
squares have blue panels 
with ATK +50% effects. A lot 
ofthe damage on this map 

is goïng to be pretty high. 
You should keep all your 
characters on the blue panels 
at all times. 


There are also alot of enemies 
on this stage. You should 
concentrate on taking out the 
Archers and Thieves first, 


This will give you a bit of 
time before the Fighters 
catch up to you. 

The Star Skulls will for the 
most part, stay where they. 
are until you wander within 
about six panels of them. 


> Always stand on the blue ones. 


Try to arrange the enemies by 
throwing them onto the green 
panels so that you can killthem 
quickly with upgraded skills and 
magic. Ice magic is particularly 
effective here as no one is 
strong against it aside from the 
Skulls and the boss. 


On the first turn, the War Cat 
will merge with the boss. It 
will inherit the War Cat's trait, 
and will thereafter take half 
‘damage from monsters. 
Therefore, monsters D If hi 
‘should not be used { [hk 
in this fight. You 

‘should endeavor 

to attack this 
boss from the 
behind or the 
sides, as 
otherwise, 
you'll 

be doing 30% 
less damage. 


® 
Enemy Dita 


Mana Eavipment 


Bonus Gauge: Rank 14 


ige 5-4: Chain Death Battlë 


Battle Tactics 


There are a lot of Samurai, 
‘and Ninja in this place. This 
is one of many stages where 
the game starts throwing 
increasingly ridiculous 
numbers of enemies at you. 
In order to win, you need 

to clear the map out ina 
systematic manner. 


The first order of business is 
to get rid of the Evade 
block. You'll need to 
get through two small 
groups of 
Samurai, 
to reach 
iso use 
fre magic 
jh to defeat 


your magic is 
upgraded to 
+4 so that you 
can take them 
out quickly. 
Destroy the 

Evade block by 

standing on the 


bunch of enemies. 


ol reaney 
Gend 


»_ This Evility, ong with the Evade Geo Effect, makes any female 
‘Ninja virtually impossible to hit, 


platform where the No Entry block is placed, so that yot're not attracting a whole 


The Ninja that are positioned 
near your Base Panel at 

the start of the stage might 
interfere with getting your 
troops out. Dont try to attack 
them until the Evade effect is, 
gone, because the maximum 
chance to hit them is only 25% 
at that time. To get around 
them make sure that no 
character is standing within 


four panels ofthe platform 

those Ninja are standing on. 

Once the Geo Effect is gone, 5 Ke 5 

throw a Slug upthere and D_If thigattack doesn't kill them, il paralyze them. A paralyzed. 
use its Electric Killer skill If Ninja is a useless Ninja, 


that skil paralyzes them, then 

you're in luck because they 

won't be able to evade any attacks. 

Defeat that group of Ninja quickly, 
because it! trigger a couple more Ó 
to be lured onto that platform. Take 

them out with ine magic ifthe Slug 
doesn't survive. 


At the same time you've destroyed the |, 
Evade block, the Ninja at the back of 

the stage will start to move toward you. 
‘They're males, so their evasion rate is doubled 
ifyou try to attack them head on. You 
should get a Blue Mage out and. 
quickly toss it behind them to do 
as much damage to as many 
ofthem as you can before 
moving your main squad 

Into finish the job. Pd 


Enemy Data 
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Bonus Gauge: Rank 15 
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Battle Tactics 


We've come from a ridiculously complex stage 
to a stupidly simple one. Don't bother with the 
effect-less Geo Blocks in setting up Geo Chains. 
The effects from the Geo Blocks are already highly 
beneficial to you. 


The line of zombies that walk onto this long single 
strip of Geo Blocks can easily be dealt with by 
using ranged attackers that will meet them halfway _® Ignore the Geo Blocks and charge acruss. 
across. All you really need to do is lay into the 
Corpses fast and hard. Using fire magic will speed 
up your victory. 


D Zombies are weak to fire magic, but he 
careful not to destroy any Geo Blocks, 


BG Random Prze1 HandomPrise2 _ Random Prin3 


Battle Tactics 


This battle is going to be one big brawl. Don't worry 
about the enemies in front of you for now. Big Star's 
squad will keep them occupied for a while. Focus 
on getting rid of those twe groups of Ninja that are 
positioned on either side of the base panel 


Once those groups of Ninja have been defeated, 
its time to move into the thick of the battle and hel 7 5 Ee 
Bi Star out Characters such as Fire ® Let BigSlar deal with the enemies in front 
and Wind Mages can be a huge help _of you. Focus on the enemies behind you. 
here, as most of the enemies in this. 
fight are very weak against those 
elements. 


You should also be prepared 
Misa, dn to deal with more Samurai, 
as they start spawning at the 
EN beginning of the 
enemy's third turn. 
One new Samurai 


valappearonthe Keep an ge out forth dial Semur 


map every tum 


forthe nextsix __ Feinforeemenis that appear. 


turns. 


GRP TY APR DP HL Mana Eipment 
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Bonus Gauge: Rank 16 


BG random _handam Piz? _fandom ei 
EEN EN 
SEEN EN ME 


Battle Tactics /\) 


This exceedingly vertical stage will require you 
to make staircases using Geo Blocks. The enemies. 

are divided up into groups of four, and they're all standing 
‘on Weaken Enemy 50% blocks. In the middle of each of these 
groups, you'l find a stack of two Jump +50% blocks. 


It pays to remember that each object in the game has 
a height of 12dm. When you're standing on a Jump. 
+50% block, that character’s Jump stat will be 50% 
higher than normal when they begin their turn on ft. 
Ia character needs to climb 24dm, they need to af 
least have a Jump stat of 16, and a stat of 24 to 
reach a height difference of 36dm. 


To create the shortest path you should do the. 
following with the Jump blocks. For the first stack of 
erates, throw a Jump block next to the stack of three 5 4d 
crates. To get through the second assortment of crates, 

throw one Jump block next to a stack of three crates, and 
then another on top of the stack of three next to the stack 
of six. For the final part you need to stack two Jump’ 
blocks on top of the stack of two crates and then throw 
one block each on top of and next to the single crate to 
‘complete the staircase. 


All the enemies here will eventually track you down 
as you make your way up this stage. You should try 
to pop open as many ofthe chests you can here. 
Twelve chests is a lot for a single stage, and they're 
well worth the extra effort. They won't be here 
when you revisit. 


| 


Stage 5-8: Captains Location 


Bonus Gauge: Rank 16 
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Battle Tactics 


‘This battle looks tough 
due to the high number of 
‘enemies, but you won't have 
to take them all on. You will 
only be fighting humanoid 
characters on this stage, 
since all the monsters will 
‘change into weapons for the 
character they're standing 
next to eventually. 


‘The enemies will only move 
after a set number of turns. » Kill Big Star hefore he makes a mess of things from luring a ton 
A Ninja group will be the first of enemies to you. 

to move toward your fort 

of crates and barrels; deal 
with them quickly so that 
you can deal with the other 
‘enemies that try to approach 
your position. You should 
not throw the barrels until 
Salvatore and her squad 
arrive. Big Star will likely | 
mess up this plan because he 

will simply charge out into the 
feld and inadvertently attract 
the Gunners’ attention, which 
means you'll have more 
‘enemies to deal with than you pi 5 5 5 
andaian ® All the mangters will transform into weapons for the enemies. 
this from happening by killing 

Big Star yourself. 


a 


When Salvatore moves toward 
your position, throw some 
barrels at her for some free 
hits. She has a lot of HP and 
will take half damage from, 

all skills you attack her with, 
‘and since skills are your main 
source of damage in this 
game, she willtake a long « 
time to defeat. There are nine 
barrels lying around your fort 
‘and they'll each do about 160 
‘damage, so together they can 


take off close to onethird of » Salvore's Evility makes her pretty hard to kill 


‘Salvatore’'s HP. She will be. 


accompanied by a païr of ron ï \ 
Knights, so be sure to get rid | 

ofthem as well as all other enemies before 

you start to face her. She's much harder to, 

defeat when she has other characters helping 

her out. N 


_ 


PIE ed 
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Scenario Note! 


There will be a grand total of six chests, 
to collect at the start. This is because 
you'll need to talk to the Archer in the 
Demon Academy once again to travel 
inside Mao's soul to get to the first stage. 
‘There will be three chests in the Academy 
and three inside the soul nexus. 


Money: 30,000 HL (10%), 40,000 HL (20%), 50,000 HL (20%) 
Items: Ranks 13-20 (1 in 16 chance for each Rank) 


Chests Inside the Academy 
Chest 1 


‘The first chest in the Acadeny can be found by goïng down the 
stairs behind the equipment stores. 


Chest 2 


‘The second one in the building is found on the lower platform 
beside the nurse's room. 


Chest 3 


‘The last chest inside the school is found at the end ofthe lower 
hallway behind the dimensional gate. 


Ä Chests Inside Mao's Heart 
Chest 4 


‘One chest is found on a raised platform behind the Nurse, next 
to Dark Mao, 


chest 5 

AA Oe 
You can only spot this chest when the camera is rotated ata 
en 


Chest 6 


‘The last chest in this hub is located next to the giant blue crystal 
that's on a platform above and behind the tem merchants. 


Bonus Gauge} Rank 17 
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Battle Tactics re Ein 


The White Dragons get an attack boost depending |l 4 
upon how high they're located on the map. The en Lal 


bonus is equal to 1% for every 2dm of their panel's E 
height, and of course, they're all sitting on stacks k 

of Geo Blocks to exploit this trait It doesn't help TOTAL DAMAGE 1950 

matters that they all get, at the very least, Recovery 

and Level Up 20%, D You can defeat a group of White Dragons in. 


‘The normal way to clear this stage is tothrowthat _ one hif with a five-panel blast of fire magic. 
tone purple block near your Base Panel atthe 

group of purple blocks. That creates a chain which leaves behind a yellow block, which you 
can toss over to the next group of blocks to do the same thing again. This takes time as you 
also have to defeat these dragons quickly to avoid them leveling up too high. You must hit 
the White Dragons very hard and very fast before they get a chance to gain too many levels. 
‘They're quite weak against fire magic, so you'l need to employ a very powerful Fire Mage 
who has at least a +4fire spell. The idea is to get athrowing brigade ready to toss the Fire 
Mage near a White Dragon group and wipe them all out with one blast of magic. 


In case it isn't Enemy Data 


apparent by now, 
thisisafantastie u cise RP TV APR EXP HL Mans Eguipmert 
place to level up, 
because the White 
Dragons are all 
sitting on a Level 
Up 20% effect. 
‘They will also 
never move from 
their spots, which 
make them very 
easy targets. 


Lat EE Rank 17 


En 
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Battle Tactics 


Another new monster is introduced here in an 
annoying way. The Deaths atop each of those pillars 
of Geo Blocks all have the Invincibility effect. They 
will not move from their perches, so the only way 

to beat them is to pick up the various colored Geo 
Blocks and usethem to start Geo Block Chains. 


You'll want to bring characters here that are 
resistant to wind magic, since all the Deaths can 
use It. Retrieving the blocks to toss at the pllars can 
be quite troublesome since they're all as far away 
from their associated pillars as possible. You should 
bring out two groups of throwers; one group can 
throw a character to a Geo Block, and the others 
‘can catch the thrown block and toss it closer to the 
pillar. Each of the Deaths will be severely damaged 
once à pillar of Geo Blocks is destroyed, and they're 
startlingly weak against wind attacks as well. This 
stage is annoying, but it's simple to clear. 


Enemy Data 


we Char 
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P You need to find same-colored blocks to get 
rid of the invincibility perches. 


D Pass the blocks from character to character 
to get them to their final destination quick. 


Mana Equipment 


Bonus Gauge: Rank 18 
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Battle Tactics ie 


There are only a few enemies here and no 
Geo Blocks, so this battle ís going to be pretty 


straightforward. The first order of business is to PER 
get rid of the Champion and Destroyer Nn eon 5 
out in front. They're both EE WEE 
‘exceptionally weak against ice TOTAL DÂNAGË 1345 


magic, so piling on three-panel 
magic can take both of them De Defen the two melee spécial ari 
ended 
to move. 


An Acolyte and a Prism Mage 
are right on Aurum's heels, 
‘Send a few long-range 
physical attackers such 
as Archers or Gunners 
to attack Aurum, but make 
sure you don't group them 
Lj) \ together, or he'll level them all TOTAL 
Dm with Demon Slayer X. The mage 
and healer have fairly low HP and __p Don't lef your characters et to close to one 
are very fragile, so use melee another or theyll get flattened. 


experts to crush them. 


“Unavailable after clearing 
Enemy Data, 


Ln Cn 


Bonus Gauge: Rank 18 
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Battle Tactics 


Be careful where you walk on this stage because 
the four Geo Blocks at the rear will move around 
before the enemies get their turn here, which can 
tum a perfectly sensible decision into a nightmare En 


depending on where the Geo Blocks wind up. 


IFyou want to remain on an even foating with the Ee an 
monsters here despite the Geo Blocks’ mobility, you p Those Geo Bhocks in the beck will move 
should look where they are before you move and around different pncls afer every tum. 


anticipate where they're going to move next. Usually 
iFthey start on a green panel they'll wind up on yellow 

or vice versa. The enemies here aren't anything you haven't seen before, Start off by luring 
the Watchers and Specters in front of you by standing either 8 or 9 panels away from them. 
Oncethey're out of the way you can go after the three brothers one by one with Mao and Blue 
Mages using +4ice spells to take out those pesky cats along with them. Don't worry too much 
about some ofthe chests, as they're a little out of the way to get to while you're first clearing 
this stage. Unlike most stages, the chests will still be here when you visit this map again. 


Enemy Data 


Vie Vagdoo Doll 


Bonus Gauge: Rank 19 pi 
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Battle Tactics 


There are a lot of newtwists introduced in this 
batte, first is the addition ofthe Bye bye Panel. 
This Geo Effect will instantly kill anything that 
happens to be standing on it at the end of the tum. 


There are only a few safe spots around the map 
that you can move your characters to, so getting 
rid ofthe effect takes priority. Throw the blue block 
offits panel first. You need ranged attackers to 
defeat the enemies on your way to it though. » Move this Geo Block off a Geo Panel. Do 
You'll also be introduced to Skeletal Dragons. not destroy it 

These monsters are very tough to kill with 

physical attacks, butthey are exceedingly weak against wind magic. On this stage it pays to 
have a Green Mage vith at least a #3 wind spell and a staff equipped. 


Lastly, Shamans have one of the most annoying Evilities in the game. They reduce your stats, 
by 5% for each one on the map. The only way around this is to simply defeat those Shamans 
as quickly as you can. 


Enemy Data 
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Stage 6-6: Pool ofBloody Tears” 


Bonus Gauge: Rank 19 
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Battle Tactics 


This map is a lite tricky to complete, as the Mighty 
Enemy Geo Effect from the stack of yellow and cyan 
blocks makes the mages and archers standing on 
them invincible. In order to get rid of those blocks 
you need to throw that cyan No Effect block next to 
the stack of cyan blocks to create a chain. 


‘That cyan block is located at the top of the other 
tower. In order to get up there you need to destroy 
one of those purple blocks with a normal attack, 
because you can't target individual blocks in a D_Destroy the purple blocks with normal 
stack with skills. When that stack falls down it will attacks first, 

create a chain that will get rid of all the red blocks 

‘and severely damage all the enemies. 


Once you've reached the top, just pick up and throw the cyan block to the floor below and 
then throw it next to the stack of cyan blocks. The enemies will lose their invulnerability and 
take a lot of damage. There's no need to worry about not getting the chests. There's better 
stuff later, and they're hard to reach before the stage is over. 


Enemy Data 


Stage 6-7: Cruel Déstiny Plan 


Bonus Gauge: Rank 20 
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Battle Tactics 
This is a long battle that can 
actually be divided up into five ss” 


Tite skirmishes. The enemies wp 
here will not move until you're 


within their attack range. Keep 
that in mind before rushing in, 
because the Gunners standing 
in the field of blue panels have 
a very large move and attack 
range. Stay out of their direct 
line of sight at all times before 
you go after them. 


Your first target is the group of 
assorted Samurai standing on. 

ATK +50% panels. Throwing a 

few Red Mages or Skulls onto 
those panels and blastingthem | 
wäth fire magie will get rid of 

them in no time. 


‘The With Doctor and Acolyte 
will be drawm to your location 


ede Tou will need o he Slefore and the Knights ay fam the 


bybringinginsomeArchers _ purple panels, 
or Gunners, 


Next up are the Gunners, and you'll need a female Ninja or two in your attack group to lure 
them out. A female Ninja that can dodge ranged attacks is a Gunners worst nightmare. After 
luring them in, use ranged multitarget skills to take them dow. 


© 


ì DS 
TOTRIDAMAGE 63 If q 

» Move your characters here to fight Salvatore. Don't let herset p Á 

foot on those yellow Geo Panels. 


$ 
‘The fourth is a group of Heavy Knights backed up by bn A IN 


a Zealot. Since they have a lot of HP, take less damage 
from the front and are standing on DEF +50% panels, 
you'll need to lure them out of that area by placing a. LN 


character no more than five panels away from them. Once 

a Heavy Knight is lured, throw them into a waiting crowd of 

characters so that they can rush him. 

Lastly, take on Salvatore and the pair of Dark Knights. You 

must lure them away from the purple panels and as far down the 

‘stairs as you can so that you can take advantage of the DEF +50% 
panels. They'Il be fairly simple to beat if they're not on Geo Panels since 
they'll be trapped on the path. Salvatore can be a problem but if you 
link specifie skills together you can do some obscene damage to her. 


Enemy Data Je 
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ee 


Money: 100,000 HL (10%), 120,000 HL (20%), 150,00 HL (20%) 
Items: Ranks 17-26 (1 in 20 chance for each Rank) 


Chest 1 . 


A chest can be found near Angelica on the stairs leading down to, ol 
the path behind the Dimensional Guide, 


Chest 2 


‘The second chest requires sore tough platform jumping. Start 
by faling or jumping onto the pencil behind the Item Worlder, 
then follow pencil platforms to the end ofthe hallway to reach 
the chest. 


os 


‘The last chest is sitting on top ofthe noticeboard behind Pleinair. 
Jump on the water bucket and then jump toward the chestto 
reach it. 


Bonus Gauge: Rank 20 
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Battle Tactics 


The Baciels here are extremely deadly. They can 
use normal attacks twice in a row on the same turn 
ifthey don't move from their spots. Since they're 
on Enemy Turbo x3 and No Lifting panels, they 

will never move. IFthey attack, you're going to die 
horribly. 


However, they have one glaring weakness: they can 
only attack things in their direct line of sight. They 
have the same attack range that guns do, so aslong _ jou should be safe, 
as you keep your characters away from the Baciels' 
feld of vision, you're in good shape. 


The trick to defeating them quickly is to arrange a 
five-character tower and throw them to where the 
Geo Blocks are located, Once there, destroy either 
ofthe blocks sitting on the blue panels to create 

a chain that damages all the Baciels. Afterwards 
create ancther five-character tower and throw that 
(character toward the Deathblow Geo Block. Place 
that block on the Geo Panel, end your turn, and have 
fun kilingthe Baciels in one hit. This stageiseasy __» Tower-throw a couple of characters to the 


‘and simple enough to clear that you can revisit it to 9 i 
gain some levels. t's even helped by an Exp+50% TS far end to maniplfe the Gen Blocks 


block that appears on your second and subsequent 
visits. All that said, though, a better stage for gaining levels will appear a little later on. 


Bonus Gauge: Rank 21 


Battle Tactics 


There's no way to scale that wall of red Geo 
Blocks in front of you. You'll have to tear it down 
by tossing that lone red Geo Block across the 
chasm to create a chain to destroy them all. 


However, there is a small roadblock consisting ofa 
couple Deaths standing on a stack of Geo Blocks 
that amplifies their magic ranges. Fortunately, P You should be safe fram the Deaths here. 
they're so high up that their available targeting 

area is quite small. As long as you have characters 

‘standing below 44dm they wort attack you from their perch. 


All enemies here have an extreme weakness against wind attacks. Green Mages can be a 
godsend, but make sure they're backed up by fighters who can take a few hits for them. 
Once you've defeated the first pair of Death Dragons standing in front of the Deaths’ perch, 
you can tear it dowm by throwing that yellow Geo Block next to the stack of yellow blocks. 
‘The Deaths should be a piece of cake now, Afterwards you can finally get to that red Geo 
Block at the back. The thrower needs to have a throwing range of at least five to throw it 
across the chasm. With that huge wall down, the Deaths will have hardly any HP left, leaving, 
you to deal with some Death Dragons. 


Enemy Data 
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Battle Tactics 


This stage can be annoying because you have 
to place characters on one of three Warp panels 

to even think of getting past the No Entry barrier 

to reach the enemies on the other side. There's. 

also another problem; whoever you send will get 
‘swarmed ifthey aren't strong enough to defeat the 
slugs in one hit. You can get around this by simply 
arranging three small towers of characters on those 
panels. When the turn ends, all those characters 
that are in the tower will be warped to the other 

‘side of the map, and there you can disassemble 

the tower. The slugs will distribute their attacks 
randomly among your characters, which should 
allowthem to survive. 


The slugs don't like wind very much, so bring 
in a fist user that knows Blazing Palm and/or a 
Wolf for their Splice Storm attack. Both of these 
attacks will be a huge help in cutting through 

the monsters here. On future visits to this stage, 
you'll find it's become an amazing place for easy 
powerleveling. There'Il be nine enemies arranged 


P You can bring in more than one character 
to fight the slugs at a time hy making a tower. 


D This isa fantastic place to gain levels. 


in a 3x3 formation, all of whom are on Exp +100% panels. Once you have an elemental 
spell boosted up to +9, the Fist skill Big Bang, or the Orc's Orc God Descent skill, you can 


easily defeat them allin one hit, 


74: Grieving Death Kriell 


Battle Tactics 


‘This long and winding map has several enemies 
‘sitting on Enemy Level Up 10% blocks. They won't 
move until you get close to them, which means 
that if you dont get a character to that Ifrit quickly, 
Il be too high-level for you to kil. Therefore you 
need to get characters near all of the enemies on 
the map within the first turn so that they dont get 
leveled up. 


In order to get the characters to the Ifit on the first 
turn, you must create a giant tower using every 
character you can bring out. Be sure to bring out 
characters that have a high tolerance for physical, 
hits, with the characters at the top of the tower 
being resistant to fire attacks. 


When you throw your characters around, make 
‘sure they all land on the Move + block. This is so 
that ifthey manage to survive an attack from an 
‘enemy, they can use a skill and then run to safety. 
Bring in a bunch of healing items to keep your 
troops going if their HP gets a little too low. IFyou 
link skills together on monsters, they should go 
dow pretty fast. 


D Another way to reach that Ifrit quickly is 
having an Armor Knight throw characters 
across the chasm. 


D The enemies will become too strong if you. 
don tact fast, 


Bonus Gauge: Rank 22, 
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Battle Tactics 


This place is probably the toughest stage in the gare 
to clear, due to the sheer complexity involved. There 
‘are four Baciels surrounding your base panel, which 
is sitting on an island stacked with Geo Blocks. 

The effects the blocks give off are Weaken Enemy 
50%, Exp +50%, Mana +50%, Ally Damage 20%, and 
‘Enemy Turbo x3. You cam throw those Baciel off the 
Island because of the Eviities they've equipped. » Make a hole here to throw Geo Blocks 


‘The most important thing you need to do is get rid into if, 

ofthe Ally Damage and Enemy Turbo layers of Geo 

Blocks. The Ally Damage blocks are green, and there's a spare green block on an island behind 
one of the Baciels. In order to start a Geo Chain with the green blocks, you must create a “hole” in 
the stack by destroying a purple and cyan block. The hole must be one panel diagonally between 
the two Baciels that are in ine with the green and blue blocks behind them. You can destroy the 
purple block with melee characters, but ill require à ranged attack to destroy the cyan one. Once 
the hole has been made, throw a character that specializes in ranged attacks directly from the 
base panel to the green block, then have that character throw the green block into the hole. Next, 
throw another ranged attacker directly from the base panel to the island where the blue block is 
located and move him next to the block so that he’s standing in line of the hole. You'l need to 
throw another ranged character onto that island as well. Throw the block to that character, so he 
can throw it into the hole and wipe out the layer of blue blocks. 


Now that you have weakened the Baciels and made things safer for your characters, the rest of 
this map should be easy, 


Enemy Data 


Bonus Gauge: Rank 23 
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Battle Tactics | ame 
At the outset of this stage, there is a large field of TOTAL DAMAGE En 
gr F7 


yellow panels that generate Enemy Turbo x3 and 
No Lifting effects for a group of five Tezcatlipocas. 5 En 

You need to get rid of this effect first before youdo _* Surround Dark Mao on Silence panels. 
anything. The Geo Blocks producing those effects 

are located on the other side ofthe map, so you'll have to tower-throw a character over to them 
and destroy one. 

Take notethat there are a few Death Dragons that mightinterfere. I's best to construct your 
tower of extremely powerful Green Mages, so you can one-shot them with wind magic. Deaths 
wil also start appearing from the enemy's base panel after the third turn, so make sure you 
putthe Silence block on a Geo Panel after the previous effects have been erased, and regroup 
back at your base panel before pushing on through the Tezcatlipocas. 


‘The most dangerous thing about Dark Mao is his extremely high attack power. If you have a 
female Healer or two, a few castings of Blind will lower the risk of him hitting you, You should. 
also throw him onto the Silence panels and keep him there while pelting him wh bullets and 
arrows from afar, because he won't be able to counterattack from a distance oruse any of his. 


et Case GRP ATV APR EXP HL Mana Eqviement 


tel on the Ard tum at the start of every second enemy phase for 10 tus 


+1 Death will appear from an enemy Base 


© 
EE 


Bonus Gauge: Rank 23 
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Battle Tactics 


This stage, and the one that follows after it, can only be fought solely with Mao. He should 
have stats that are at least in the 2,000-2,500 range to win. 


“Unavailable after clearing. / “Available if you've killed your allies 99 times or more before 
starting Stage 7-6. 
Enemy Data 
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EXTRA! Stage 7-6 (Part 2, 


Battle Tactics 


A simple five-panel magic attack from Mao should be enough to clear this stage and receive 
the Human World ending. 


“Receive the Human World ending. 


Enemy Data 


Money: 30,000 HL (10%), 40,00 HL (20%), 50,000 HL (20%) 
Items: Ranks 13-20 (1 in 16 chance for each Rank) 


‘One ofthe chests can be found right in front of the Weapon and. 
‘Armor dealers. 


Chest 2 


'A second chest can easily be found from going up the stair next 
to the Wood Golem teacher. 


Chest 3 


The lastchest is tricky to get, ast requires access tothe 
Birdmen Watchers club (See Page 27). Go behind the Evilty 
teacher and jump onto either ofthe pyramid supports ofthe 
platorm. Make a jump toward the chest and tapthe X button 
when its status window appearsto grab it. 


_ Stage 8-1: Super,Hêro's Requliem NC 


Bonus Gauge: Rank 24 
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Battle Tactics 


Itlooks at first ike there are way too many enemies 
for you to handle, but in actuality you'l only be 
fighting half of them, All the monsters here are. es 
placed next to humanoid characters, because they ph hz Ö 
will use Magichange to become the humanoids’ ln / 
weapons. With only three types of enemiestodefeat | é 
and no Geo Panels, it becomes a simple affair of 

which characters to bring out to fight off each group _p All the monsters will Magichanye into 
oisgerikes: ns, cuting the number of enemies you 
‘The Barbarians will take half damage from all need to defeat. 

physical attacks when the Skeletal Dragons merge 
with them, but they are incredibly weak against 
fire magic. You can nail them with Red Mages and 
Skulls before they get too close. 


‘The Beast Leaders are weak against both wind and 
ice, but their attacks can really hurt. I's best to use. 
fist users and any story characters against them. The 
fist users can evade attacks and hit hard with Blazing 
Palm, while the story characters can supplement the 
offensive with their own unique skills. 


ol 


D The Evility transfered from the Skeletal 


Lastly, you should send Marionettes against the : 
Witch Doctors. The Witch Doctors only use status Drifans makes these gis even harder (kil 
magic, which Marionettes are immune to. 


“Unavailable during the post-game 


Enemy Data 
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Start this battle slowdy by waiting on the big 
‘staircase for all the Dark Knights to come toward 
you. Skill links and Star or non-elemental attacks 

‘do the most damage here, Later in the fight, some 
Idols and Prinnies will enter the fray, so use Prinnies 


as bombs against the swarm of enemies gathering 5 
around you. Be sureto stay ive panels away rom Ue level 86 Thief to eat Shovel 


the central platform. heomse this is jour only chance oet one 


‘Throw a character onto the sword at the back 
ofthe map and destroy that Enemy Turbo x3 block after defeating those enemies. Once 
is destroyed, get rid of the No Entry blocks so that you can reach the central platform 
‘and fight the remaining enemies. The Dragon Kings are weak against fire and should fall 
easily to Raspberyl and Champloo's skills. Prinny Mask, on the other hand, can be pretty 
tough because of his high HP count and boosted stats thanks to his Evility. You will need 
to execute combos with skill links for the most damage. Steal Prinny Mask's Shovel with a. 
Level 85 Thief, as you only getone chance to do it here. 


“Unavailable during the post-game. 


Enemy Data 


Bonus nit Rank 25 
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Battle Tactics 

We're getting close to the end of the story now, 
‘and while this battle looks very simple, it's actually 
very hard. Even though there are only four 
enemies here, they are all boss-caliber opponents 
‘and there is virtually no room to run away from 
them. In order to get through this stage, you need 
to take out your opponents very quickly. The best 
ways to do that are with combos, and by linking 
skills together. 


Pick up Gorillian the ninja, and throw him so he 
lands one panel short of between that annoying 
mage and Aurum. In this position, Mao can hit the 
three of them with his ultimate skill at the end of a 
‘combo for a lot of damage. Start the combo with 
non-elemental or Star attacks, such as five-panel 
Star spells, that can hit all three of them at once. 
Make sure that Aurum, Beyond X, and Gorilian are 
all gone before you start the second turn. 


IFyou can pull that first turn off, youre in good 
shape to deal with Shyrone. He may be à gunner, 
but he actually uses his fists, which makes him the 
least threatening of your adversaries. Hell go down 
quickly if you gang up on him. 


“Unavailable after clearing. 


D_Throw Gorillian here, and then pound on 
him, Beyond X, and Aurum. 


P String together a long combo to kill three 
enemies in one tum. 
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Bonus Gauge: Rank 26 J 


Battle Tactics 


The final battle is que a tough one. The Chaos 
Soldiers assisting the final boss don't have a 

lot of HP and should be dealt with quickly. Take 
advantage of combos and skill links to hasten 
their demise. Be careful not to let your characters 
stand where they can be hit by a 3x3 panel attack, 
because this boss is not afraid to use Demon 5 7 
Slayer. If he does use Demon Slayer, iel almost PD Avoid Deman Slayer by aat grouping our 
certainly kill anything you've got in one hit. characters together. 


‘The final boss is immune to all physical attacks 
during odd-numbered turns, and then magic during even-numbered turns. Therefore, 
keep your characters close to the base panel so that you can swap squads around to work 
around his alternating immunities. He uses an assortment of magic skills that draw upon 
every element, so don't use characters whose weakness is a liability. 


IFyou have a bunch of level 100+ characters in your army and don't feel like playing this, 
boss’s annoying game, try throwing him into the Base Panel, but make sure you have a 

couple of characters deployed first. Aurum will destroy the base panel, but he'l be left with 1 
HP. Finish him off, then enjoy the endint 


“Receive the Normal Ending after clearing. 
“Receive a special ending ifMao was at Level 500 or higher when delivering the killing blow 
to the Evil God, and you haven't killed your allies 99 times or more. 


“Unavailable after clearing. 
Enemy Data 


Bonus Gauge: Rank 27 
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‘This is a strict one-on-one fight with a twist. You'l be controlling 
‘Almaz, and your objective is to defeat Mao. Neither character's levels and equipment carry over 
into this fight, so you should buy some Eclairs before going into the final battle. 

“Available if Almaz cleared the previous stage alone, and you haven't killed your allies 99 times 
'ormore. / Recelve Almaz's Ending. /Unavailable after clearing. 
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Bonus Gauge: Rank 31 
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Battle Tactics 


You shouldn't attempt this stage until you've managed to clear all five of 
the Diez Gentlemen stages (see Page 182). Laharl, Etna, and Flonne are 

all at Level 500, so you just need to out-muscle them. 

“Available during second and subsequent cycles if you've passed the “l want to see a new 
ending!” proposal, and you haven't kiled your allies 99 úmes or more. /Recelve Laharf's 
‘Ending. /Unavailable after clearing. 


Enemy Data 
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After clearing Stage 8-4 and watching the ending, 
you'll be prompted to save. When you resume 
the game you'il begin the post-game scenario. 
Everything you've earned up to that point, 
except for Master Big Star and Salvatore being 

in your army, will be retained. In order to start 

the game over again and begin a new cycle with 
your previous efforts, you need to talk to a Time 
Traveler. He's standing in the basement area that == 
runs behind Zommie. P Talk to the Time Traveler after clearing 
After confirming that you want to travel back in the game to begin a second cycle, 

time, you'll begin the second cycle. Be warned that 

once you've made the confirmation, the only way back to the post-game area is to clear the 
‘game again. Note that not everything you had in the post-game area transfers over. Here's a ist 
ofthings that carry over, reset, or otherwise new to the second cycle: 


Carried Over: 


-All current items, money, and skills (upgrades included). 

-All characters with their current stats and equipment, but unique characters need to be 
unlocked again. 

-Inventory level for shops. 

- The Hospital's recovery counters (Le. you cant get prizes from the Hospital again). 

-Glassroom size, available clubs, and passed proposals that affect the main game. 

- The route to the Land of Carnage. 


Reset: 


-All stage clear data will be reset. However, Tutorials 4, 5, and 6 will be skipped. 
-All triggers for the various endings. 

-All chest placements and contents within the Academy and Mao's Heart. 

- The ABC Gum secret safe. 


New Things: 


-After clearing Tutorial 4, you'll be able to pass a proposal to create a Majin. 
-You'll be able to return to Stage 1-9 after completing it and clear it again fora new ending. 
- You'll be allowed to propose *l want to see a new ending!” to trigger Stage 8-4 — Part 2b. 


ke 
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| Seeing all the Endings 


There are many endings you can find 
in Disgaea 3. If you play the game 

by following the story and winning every 
battle, you'll more than likely receive the 
game's Normal Ending. In order to find the 
game's other seven endings, you need to 
meet soe special requirements at certain, 
times during the game. Many of these 
requirements are mentioned offhand as they 
appear in the walkthrough, but here we've 
collected them all on a flowchart as a 
quick reference. 


Stage 1-5: Strongest Entrance 


“Did you lose the fight against Raspberyl? 


IE 


Raspberyl's Ending 1 


Begin a new cycle when saving after the staff roll. 


Stage 1-9: Strongest Overlord _ |; 


“Did you revisit and clear on a subsequent cycle? 
“Not during the story from Stage 4-4to 5-12 


Mao's Ambition Ending 


Begin a new cycle when saving after the staff rol. 


Stage 2-1: Childhood Memories 


«Did you lose the fight against Raspberyi2 


Raspberyl's Ending 2 


Begin a new cycle when saving after the staff rol. 


Stage 7-6: Death's Path 
«Did you kil 99 or more ales beforshand?’ 
«bid youalso clear the two alternate stages? 


Stage 8-4: Last Battle 


“Did Almaz win alone? 
“Did you clear the next stage? 


«Did you use a Lv 500 or higher Maoto 
defeat the final boss? 


Proposed ‘Watch a New Ending’ 
«Did you clear the next stage? 


“Were no requirements met 
“or didyou kill 99 or more ales? 


Human World Ending 


Begin a new cycle when saving after the staff roll, 


Almaz's Ending 


Begin a new cycle after saving. 


Super Hero Ending 


Begin post-game after saving. 


= Laharl s Ending 


Begin a new cycie arter saving. 


Normal Ending 


Begin postgame after saving. 


After loading your cleared game , 
file, you will arrive back at the pl N . 
old academy building. There ú 

are a multitude of extra chests 
to collect and stages to | 
complete. All these stages, \ 
aside from the special Dark IN 
World ones (see Page 195), \8 
require a proposal to be 
passed to unlock them. 
You are now allowed to 
revisit many ofthe stages 
from Chapter 1, but all the 
stages from Chapter 8 will 
be unavailable. 


The first set of maps covered in this section 
are termed Extra Maps. Winning these stages 
will reward you with an NIS character 
to your roster, leading up to the 
game's ultimate challenge on, 
the final map. Lastly, check 
the door behind Mao in the 
academy when you begin 
for a small hidden secret. 


Stage Graun Proper Appearance Reqsirement 


Money: 350,00 HL (10%), 400,000 HL (20%), 450,000 HL (20%) 


Items: Ranks 21-32 (1 in 24 chance for each Rank) 


‘One chest can be found sitting behind the bookcase at the 
general items counter. 


Chest 2 


A second one can be found in the back of the weapon merchants 
‘stall in the space between the bucket and the bookcase. 


Chest 3 

The third chest is reached by jumping from the books on top 
heteen teem ed 
Platform. Jump up and tap the X button in mid-air when the 
Satu window pops up to grab 


Chest £ 
'Afourth bonus chest requires you to have someone in the 
“Birdman Watchers” club in order to reach it You need to doa 
otof platform jumping in the area where the Time Traveler for 
the second cycle s located to get tot The chest can be found 
by following the platforms allthe way tothe end. 


Chest 5 


‘The ff and final bonus chest In the gamme Is located atop the 
huge prinny statue. The only way to get up there is to level Mao 
up to 4,000 and have someone in the “Birdmen Watchers” club. 


Bonus Gauge: Rank 28 


BG Random Prize 1 Random Prize 2 
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Battle Tactics 


This map is pretty difficult, as you're essentially 
trapped in a big field full of blue Enemy Boost 
+100% panels, with Big Star and his legion 
surrounding you. Your first order of business, 
‘should be to destroy this map's Geo Effects. 
Tower-throw someone over to the green block to 
destroy it, but make sure whoever you send has at 
least 20,000 HP. Otherwise, they won't be able to P Tower-throw your charncers to the green, 
survive the ensuïng onslaught. lock and destroy it. 

Big Star takes half damage from humanoid 

‘characters, so you should use monsters to attack 

him. Fire Gods, such as Ifrit, can really put the hurt on him. There's also a bunch of barrels, 

on this stage, so make use of their explosion radius to set off chain reactions, damaging the. 
‘enemies multiple times. The damage from the barrels won't be reduced by Big Star's trait, 
‘and makes getting through this slew of enemies easier. 


“Available by passing the “Meet Master Big Star” proposal. 
“Unavallable after clearing. 


Enemy Data 
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Extra Map 2: Salvatore 


Bonus Gauge: Rank 29 
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Battle Tactics 


No matter which way you look, 
there are a lot of undesirable 
Geo Effects, and you can't 
simply move or destroy a 
single Geo Block without 
making things worse. The 
trick to victory is to coordinate 
a complex series of actions 
using ten specific characters. 
to get rid of all the Geo Effects, 
on the map. 


® Lift and hrow your Thief from here. 


„{__Yeu must also prepare a Thief to have a 

movement rating of 10. You can do that by passing 

a proposal to increase the movement stat in each of 
theitems being equipped. 


First, you need to bring out your Thief, 
then move him two steps towards the 
‘enemy Steel Knight and one step 
towards the Dream Idol from the 
Base Panel. When your turn 
comes around again, use one 
character to throw the Thief 
six panels. After landing, 
move the Thief next to the 
cyan block, pick it up, and 


}_(hrowitas far as the Thief 
5 can into the red panel area. 
…e 
Z 


Next, bring out six characters 
to form a tower. The tower 
must be in line with the 
banister ofthe staircase 
nearest the blue Geo Block. 
The tower must also have 
characters that can throw 
certain distances or more and 
picked up in the following 
order: any, four, four, sik, and 
five. The sixth character that 
picks this tower up must throw 
them at least four panels. Your 


ooal throw Seher Pp Put that null Geo Block on top of the yellow one and youre set to 
over tothe null Geo Blockand _ iminfe hefeo Ö 


then throw the block diagonally 
so that it lands on top of the yellow block. 


Finally, you need another character that can throw a Gunner six panels across the chasm to 
the panel that's in line with the red Geo Block and adjacent to the Dream Idol. Destroying the 
red Geo Block will eliminate every Geo Panel on the map, allowing you to complete this stage 
with relative ease. 


“Available by passing the “Meet Salvatore the Magnificent” proposal. 
“Unavailable after clearing. 


Enemy Data 
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Battle Tactics 


The Geo Panel arrangement on this stage is a 
‘complete mess. The reason for this is that the Geo 
Blocks on this stage will move around, making it 
impossible to predict what color they'l land on after 
the turn ends. Of these effects (Ally Damage 20%, 
Heal 20%, Evade, Silence, and Warp), the only one 
that will be a problem to deal with is the Ally Damage 
20% effect. This effect is attached to the red block, __p Break that red Geo Block! 
so tower-throw a character over to it and destroy it 


Prism Red is accompanied by al the different 

slimes in the game on this map, which means that a lot of the enemies here are especially 
weak against fire magic. The Siimes (as always) are extremely resilient against physical 
attacks, so dont use those against them. Prism Red himself is actually quite fire-resistant, 
so you should attack him with just about anything else. Apart from that, this battle is a pretty 
straightforward duel, with the random element of those moving Geo Blocks. 


“Available by passing the “Meet the Weird Costume Guy” proposal. 
“Unavallable after clearing. 


Enemy Data 
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All the enemies here are standing on Invincibility 
blocks, and none of hem will move from their 
spots. You could just throw them off ofthose 
blocks, but those flashing numbers on the 
blocks are the key ta this fight. The numbers on 
the blocks represent how many turns until they 
disappear. When they vanish, Il be like they've D_Don't worry The blocks will disappear in 


been destroyed, andthe enemy that was standing __ the number of tums indicated on them. 
on top of it willtake damage.Therefore, all you 


need to do is wait on the first turn for the first set 

of blocks and defeat those vulnerable enemies, while staying out of the attack range ofthe 
other enemies standing on those blocks. you keep repeating this process, then all the 
gunners can be easily dealt with before Asagi becomes vulnerable. Asagi is considerably 
more powerful than the other enemies here, so you should make sure your characters’ stats 
are at least roughly equal to hers, She's weak against ice attacks and you'll need all the 
damage multipliers you can get to cut through her 150,00 hit points. 


“Available by passing the “Meet Another Main Character” proposal. 
“Unavailable after clearing. 


Enemy Data 
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Bonus Gauge: Rank 34 
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Battle Tactics 


This stage is simple. Every single opponent on this 
map is very weak against fire attacks, so having 

a wide assortment of these can make for an easy 
victory. The main problem is that the enemies here 
are now sporting a lot of +8 and +9 upgraded skills. 
‘This means that their attack power is over 5.5 or 
65 times higher than what their stat values would 
indicate. Therefore, you'Il need to pump up your P Make ure to steal Marona's weapon before 
stats (especially RES) to approximately 50000 and von finish 

HP to about 200,000 or higher just to travel safely 

through here. 


All you need to do to win is move your troops through the winding path (up the staircases) 
‘and defeat the various Ghosts that stand in your way. To get into the main area of the stage 
where Marona is waiting, you just need to move those desks blocking the way by lifting up 
the bottom one. Its a good idea to defeat Marona quickly so that she’s no longer boosting 
the stats of all the enemies in this stage and make them a little easier to defeat. However, 
before you defeat her, you should steal the unique weapon she has with a level 900 Thief. 


“Available by passing the “Meet a Last Girl” proposal. 
“Unavailable after clearing. 


Enemy Data 
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Bonus Gauge: Rank 37 
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Battle Tactics 

‘Axelis back, along with his fruity ways. This place 
Is quite notable for the sheer number of unique 
weapons that can be stolen here. There are two 
Puppy Paw Sticks, three Sunflowers, and four 5 
Tambourines available, but you will need some ál 
Thieves that are higher than Level 1100 to nab Ee 
them. Apart from stealing all the various unique 3 
weapons on the map, this stage is fairly simple p_Make the eflort to steal all of these mique 
and straightforward. Axel receives a 5% statboost weapons on this stage, 

for every female unit on the map, so in order to 

make things easier, you'll need to go after him 

‘once all enemies have been killed. e dm. 


Ifthe “LOVE” barricade is causing you to group 
your characters together unnecessarily, you 

‘can tower-throw a character to either Geo Block . 
generating the effect and destroy it. 


“Available by passing the “Meet a Comedian Sortof _—_@ 

Guy” proposal. 5 5 

“Unavailable after clearing. P_K quick destruction of any Geo Block here 
will get rid of that annoying harricade. 

Enemy Data 
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Battle Tactics 


Laharl, Etna, and Flonne are 
back yet again, and this time. 
they've arranged a clever little 
trap. For the first four tums, 
you'l be fighting a large group 
of enemies in a closed-oft area 
inthe shape of a heart. Each 
turn there will be a different. 
Geo Effect in that area. On the 
first tum, is No Lifting; for the 
second it's No Range Attack; 


ee tenrnen, _ Put html Go Bock on pf fh elo one and you're sto 
Boost +50%; and then, finally, minate the 

Ally Damage 20%. eliminate the geo panels. 
After the four turns have passed, the 
enelesed area wil drop, and the Diegaca 
trio will begin their assault. You need 

to defeat all the enemies before that 
happens. Defeating all the Prinnies out 
in front is a simple matter of picking 

up one of your own Prinnies from the 
Base Panel and chucking it at them. 
‘That will leave you with six ghosts and 
four zombies to dispatch over the next 
four turns. If you draw them all in with 
one character on the first turn, they'll bunch 
up and make ft easier for youto 

Kill multiple enemies at once. 


When the barrier 
enclosing the area 
falls you can then 
focus on taking on 
Laharl, Etna, and 
Flonne. The first 
character you should 
concentrate on first is 
Flonne, as she hasthe 
lowest HP of the three, 
‘and will be a nuisance 
it she starts healing. 
After she's gone 

you should focus 

all your strength on 
Laharl, since he's the next 
biggest threat. Once Laharl's. 
‘gone you should have an easy 
time fighting Etna, who's the 
least threatening of the three. 


“Available by passing the 
“Meet a Different Overlord” 
proposal. 
“Unavailable after clearing. 5 
p On 
Enemy Data Taha and co. 


Battle Tactics 


‘This is the ultimate stage in the game. IF you want to 
clear this stage on the first attempt, you'l need to 
have stats in the millions, With that kind of firepower, 
you should be able to breeze right through those 
Omega Sentinels and gang up on Baal. 


You need to defeat Baal using +9 upgraded skils FE 
and link them together in combos for maximum. ® Make sure you nick Baal's gear. 

damage. Baal has close to 18 milion HP, so you 

need to be delivering, on average, around 1.5 milon points of damage with each attack to have 
a chance at winning. Try not to keep your characters too close together, as otherwise, Baal will 
simply obîterate them. 


Baal has the only Makai Wars accessory in the game equipped here, and you'll need a Level 
4200 Thief or so to grabit. Baal will not have this equipped when you revisit this place, so make 
sure you grab itnow. When you do visit this stage again, Baal will be at Level 8000, but apart 
from his HP being nearly doubled, his other stats aren't that much higher. That isn't the reason 
why you'd wantto come back, though. If you visit this place in the Land of Carnage (Page 245), 
he will have the Baal Body equipped. 


‘The Baal Body is the Rank 40 physical monster weapon, Which makes this the quickest way of 
getting multiple copies of it. Unfortunately, Baal's stats approach the 50 million mark, and he 
has just over four hundred million HP, The ultimate challenge now is to work on getting stats 
high enough to kill him and get a Level 500 or so Thief to steal it. 


Good Luck! 
“Available by passing the “Meet the Tyrant Overlord” proposal. 


* Tyrant Baal will have a Baal Body equipped when entering this stage from the Land of Carmage. 


After completing Extra Stage 1: Master Big Star, you'1l be allowed to pass proposals that 
will enable you to fight the five remaining Diez Gentlemen. The process for getting the new 
proposals is very straightforward (as seen on page 170). 


All you have to do is clear a stage, and a new proposal that opens up the next stage will 
appear on the proposal list. These are al fairly short duels, and after completing each one 
you'l get a reward as indicated in the table below. 


‘The rewards you get from completing Stage Cleared Reward 

these stages are fairly valuable, as their 
rarities will always be Legendary. Upon |__Animel King Goro__|__ Magichange Weight _ | 
completing all these stages, you'll be 5 

aoe pasa a propera fat vin 
improve the Magintology Group's Duelist Master 


effects dramatically. Puppy Paw Stick 


(MB Lusuiseud Pvt Prinny 


saavsoa 


mn olf 
Ee 


D_The ultimate reward for clearing these stages is to enhance the Magintology club, 


Battle Tactics 


Whenever there are enemy Prinnies on the map, 
you know that they're really just bombs waiting to 
explode. In this case there's a row of Shamans and 
Idols that are sitting in the blast radius of all the 
Prinnies sitting behind them. You should start things 
off by throwing one of your Prinnies in the panel 


between Bo Tie and the Shamans. 


‘The Shamans and Idols are the most annoying 
‘enemies on this map, because the Shamans are 
reducing your stats by a total of 10%, while the Idols 
reasing the enemy’'s stats by 10% as well. 
You should work to take them out quickly, but not 
too quickly, because they're all carrying the unique 
Dumbbell weapon. Have a Level 350 or higher Thief 
ready to steal before you kill them. 


Bo Tie is pretty easy as far as bosses go, since he 
knows absolutely no skills, and you can make him. 
even less of a threat by stealing his weapon. He's 
weak against wind and ice, so he should falter after 
several doses of magic. Just make sure you defeat 
him in one blow before his HP dips below 25%, as 
otherwise, he'll fully recover. 


an explosion 


® Steal the Dumbhells from the Idols and 
‘Shamans with a Lv 350 Thief. 


“Available by passing the “Let's Breaka Good Sweat!” proposal 


“Unavallable after clearing 


Bonus Gauge: Rank 31 
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Battle Tactics 


This stage is quïte bizarre. You only have to defeat. 
Goro, and his pets have turned against him. You 
‘could let his pets have their way with him, but you 
‘should step in and have a Level 500 Thief stealthe 
Primal Meat that Goro has equipped. 


‘The best way to win this stage is to let his pets 
devour him and steal his meat before he dies. If 
he manages to fend them off, you can get an easy 
Killing blow. Just take note of the fact that Goro is 
effectively immune to fire, wind, and ice attacks. 
Use star and non-elemental attacks to get through 
his tough elemental defenses. 


fandom Prize 3 


“Available by passing the “Go Play in Monster 
Kingdom!” proposal. 
“Unavallable after clearing. 


P Steal Goro's meat with a Lv 500 Thief. 


p Its fanny, Goro's pets may actually end up 
killing him for you, 


Map 3 an Girl Pauline 


Bonus Gauge: Rank 32 
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Battle Tactics 


Unlike the previous two fights, this one can be 
pretty dangerous. The Photinias have an incredibly 
long-range attack that can cause some serious 
damage, so you will need to throw a few characters 
their way to take them out quickly. Your stats will 
need to be on par with or up to 50% higher than the 
‘enemies here, with their skills upgraded to around 
+6, to take those Photinias out quickly. 


When left on her own, Pauline can still be quite 
dangerous with her assorted sword skills. However, 
her greatest weakness is that she has a very low Hit 
stat. IF you use a highly evasive character such as a 
ja, and boost their SPD stat up past 10,000, then 
hardly any of her attacks will connect. The key to 
this fight is to be very fast both in execution and in 
character stats. 


The key to this fight is speed. As long as you execute 
your plan quickly and have a character that's fast 
enough to take Pauline on, you're in good shape. 


“Available by passing the “Watch a Classic 
Animation Bit!”proposal. 
“Unavailable after clearing. 


Enemy Data 
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» The Photinia's long-range attack is very. 
very deadly. 


P If you have a high SPD stat, Pauline's, 
aftacks will miss most of the time. 


Map 4: Duelist Master 


Battle Tactics 


There are only two enemies appearing here, and 
‘one of them is a high-evel Prinny that's standing 
right in front of the Diez Gentleman Se-to-oh. 
'Se-to-oh is foolishly standing within the Prinny’s 
blast radius, so you can throw one of your own 
Prinnies near it to cause it to explode and deal a = 

pretty significant amount of damage to Sedo-oh. __p Deane the Prinny standing in unt af 
'Se-to-oh can be incredibly deadly withthat weird _Se-to-oh first. 

axe of his. However, since he only knows axe 

skills, you can render him pretty harmiess if you 
use a Level 700 or so Thief to nab it. That will 
cause his ATK stat to plummet, and his damage 
output will only be a mere fraction of what it once 
was. He's weak against fire attacks, so using Fire 
Gods and magic can make short work of him. 


“Avallable by passing the “Play a Fierce Card 

Battle!” proposal. 

“unavailable after clearing. P Stal that axe s you can ut down his 
aftack power substantially. 


Enemy Data 
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Battle Tactics 


‘There are only two enemies here, and this last Diez 
Gentlemen stage is only slightly harder to clear than 
the previous ones. The first thing that needs to be 
‘done is to steal Satina's gun with a Level 800 Thief 
so that she can't use her skills. After that, you can 
simply concentrate your attacks on Mewoskers, 
before switching back and focusing on Satina. 


Like all felines, Meowskers is quite weak against ® Steal Satina's gun to render her weless. 
ice attacks. Therefore, a combination of bow skills 
and ice magic can make short work of Satina's cat. 
Satina herselfis quite resistant against all elements, 
except, ofcourse, for Star. Without her gun, she will 
be powerless against a combined onslaught using, 
every character at your disposal. 


Congratulations! You've now defeated all the 
Diez Gentlemen. 


“Available by passing the “Play with Breezyl” 
proposal. ® Pour on ice attacks against that black cat 
“Unavailable after clearing. before aftacking the queen. 


Enemy Data 
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Battle Tactics 


Much ofthe map is covered 
in Geo Panels that havethe 
Mighty Enemy effect, which 
means nearly every enemy 

is standing in an area where. 
they're invincible and you're 
nat. The trick is to look at the 
Geo Blocks and realize that 
this effect will be replaced by 7 s 
Exp and Mana +50% after three lam 
turns have passed. Therefore, FE. nn 

you need to hold out until D_Hold out until these three Geo Blocks self-destruct. 
the Mighty Enemy effect has 

disappeared. 


For the first three turns 
ofthe fight, you'll need to 
concentrate on luring a few 
‘enemies toward your base 
panel, because that's the 
closest area where the Geo 
Panels don't reach and makes 
the enemies vulnerable to 
attack. If you have alot of 
high-level characters in your 
base, you can try throwing 
‘enemies into the base to 
capture them and quickly thin 


out the crowd. D Kill this Dark Elden first to get rid of his annoying Evility, 


You also should bring a caster 
or two out and kill that Dark 
Elder, in order to get rid ofthe 
5% stat penalty to all your 
characters that 's producing. 


Once all the Mighty Enemy 
blocks have disappeared, 
you'l be able torake in some 
extra Exp and Mana from the 
remaining enemies on the map. 
les not really advisable to try 
and keep the enemies in the 
field of Geo Panels fortheextra__P Endurethe enemies for three tums and you’ be rewarded. 
Exp and Mana, because there 

are a couple stages afterwards 

that are much more rewarding. e 


don 


EEn 


Bonus Gauge: Rank 28 


Battle Tactics 


This is one of the best places in the gameto 
quickly gain a lot of levels, as all the enemies 
here are initially standing on Exp +100% panels. 
However, one drawback is that only Mages and 
Skulls cam use this place to its fullest, because 
there are two groups of four Viper Fighters, which 
makes it awkward for anyone else to easily target 


them all. The groups are arranged in a pattern Peing fourspanel magic can En en 
work of the enemies here, 


that's perfect for a four-panel area spell to hit. 
Therefore, magic users with upgrades of +3 or 
higher to their skills are necessary. 


‘There's also an Ally Boost +50% block nearby 
that you cam throw onto a green panel to make 
things easier. You need to have your mages do at 
least 16,000 damage in a single casting to kil them 
allin one shot. The enemies here all have a slight 
weakness against ice and wind, but in general you 
‘can smack them with any type of magie. IFyouwant bo roraupamnar o 
to beef your magic casters up quickly, bring out he 


some male Healers and cast Magic Boost onthem se the male Heder's Magic Boot gel to 
until their INT stat has been doubled. rar magie sf fendy potent. 


Enemy Data 
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Bonus Gauge: Rank 29 
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Battle Tactics 


This stage has to be on record 
as the most vertical stage in 
Disgaea. It goes from a low 
point of 9dm all the way up 

to 552dm. Because of the 
extreme height difference and 
how the path spirals around 
to the top, you'll need to rotate 
the camera constantly to see 
where you're going. 


The objective is simple; there's 
a Gockatrice sitting on a huge 
‘stack of Invincibility blocks and 
a red block is sitting at the very 
top ofthe map. 


Ceni 


P You need to bring this Cockatrice down using a Geo Block chain. 


D Use Geo Block Chains to open up a path to the top quickly. 


In order to get up there, you 
need to get past several 
Geo Masters sitting on 

‘an Enemy Turbo x3 and 

a stack of Magic Range 
+ blocks. This might 
‘seem quite formidable, 
but as long as you have 
characters standing at 
least 64dm below the Geo 
Master, you will be safe 
from attack. 


Ordeels 


Start by tower-throwing a, 
character to the Geo Master 
sitting on a lone blue block and 
throwing him away from it to 
make dealing with him easier. 
After doing that, keep throwing 
that blue block so that it lands. 
beside that mass of blue Magic 
Range +4 blocks. That should 
get rid of them all. 


This leaves a Geo Master 

sitting on an Enemy Turbo pn 

x3 block. From there, keep 5 

repeating the process of D Watch out for limes along the way. 

throwing the Geo Master off 

the Enemy Turbo x3 block and 

using it to eliminate another group of blocks until you reach the top where the red block is. 


‘There is an enemy base panel that will start spewing out slimes of every type here. The 
longer you spend on this stage, the more powerful the slimes become. A blast of fire magic. 
‘should be enough to take them out. 


Enemy 
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“The enemy Base Panel will produse à Sime-type enemy each turn for 11 turns. It wil produce à Rank 1 Slime on. 
(sere iotound rene sine te va Kanker earn 


Battle Tactics 


The final stage ofthe House of Ordeals is, bar none, 
the best place to gaïn experience in the game. It 
consists of a group of nine Genociders arranged in 
a 3x3 area standing in a field of Exp +100% panels. 
‘The only limiting factor for using 

stage is that you must 

kil them all onthe first turn, 
becausetheGeoPanelarea Wh AC D Don't let these guys move aff their Geo 


doesnt extend beyond their Ln” 
starting positions. Therefore, ij = Pres, Th ouk be bed. 


ifyou spend more than 
‘one tum here, you'll be 
wasting time from having 
to throw them back onto a. 
Geo Panel. 


You'll want to use skills with 

a 33 area of efect to take out 
allthe enemies in a single tum, 
such as the fist skill Big Bang 


or any attack spell that's, Transfer magic onto monsters and Big, 
been upgraded to +8. It's { 


Rorate Lecthe p rde ti emee 
Class World to build = staf 

up the Mana needed 
to transfer those skills 
ontoyourcharactersso | 
that they can clean house 

here quickly and easily, 


Enemy Data / En 
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‘Unlocking the Dark World 


The Dark World is where 
you'l find all the stupidly hard 
stages. These aren't so much 
atest of your character's 
strength but more on the 
ability to solve mind-bendingly 
diffeult puzzles. 


In order to enter these stages, 
you need to have at least one 
character that's a member 
ofthe “Tora no ana” club. In 
order to establish the club, you 
need to find an legal Ticket, 
Each |llegal Ticket you acquire 
opens up a specific stage 

in the Dark World, and they 
‘can only be acquired inside the Item World in one of two ways. You can purchase an Illegal 
Ticket inside an Illegal Room ifthe Mystery Room Gate takes you to if, or receive a Ticket as 
a drop by defeating Pirate Captains. Listed to the right is a table of where you can find all the 
Illegal Tickets and subsquentiy unlock all the Dark World stages. 


5801 
5 ii So ak 
P You're going to be seeing a ot of those hi numbers here. 


As you complete maps in the 
Dark World you'll receive rewards 
depending upon how many stages 
you've cleared. Talk to Lukina, the 
X-Dimension Guide, to receive 
these prizes, 


Me NO 4 


® wieg Ticket Listing 


Bonus Gauge: Rank 24 
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Battle Tactics 


There's some good news and 
bad news about this place. 
‘The bad news is that the red 
Geo Panels act ike permanent 
walls, which unfortunately 
forces you to move along 

the longest possible path it 
prescribes to reach the end. 
‘The good news is that you'Il 
always be standing on Move 
Hand Attack + panels. The 
‘enemies are too, but if you can 


TOTAL DAMAGE 9252 


defeat them before they move, _® Axeskils are ree for cose-range beatdowns, 


then that's not a problem. 


5 Ab lj 551 


Vodder af hee 


® 


The trick is that you must 
use powerful single- 
target skills at close 
range, because there's, 
also a No Range Attack 
effect over the entire 
area that you're allowed 
te move within. Your 
skills should be strong 
enough to kill any enemy 
here outright in a single 
hit, so that you dont get 
into a counterattack-fest 
with them. 


Using skills prevents counterattacks from the enemy, 
which is a good thing, as there's also à Counter Hits 
H effect everywhere as well. 


In order to move through this stage quickly, you'll 
need to tower-throw your characters around the 
map. Make sure the area where you're throwing 
the character is either clear of enemies, or that 

the character is out of their move-and-attack 
range beforehand. You'l lose characters 
here easily if you don't wait for your 

other characters to catch up and help. 


“Available once the Dark Worid is 
opened. 


p The red panels act as “walls” 
for this stage. 
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Battle Tactics 


IFyou're significantly over-leveled, and can thus 
defeat these three Violators standing on Enemy 
Turbo x8 panels, then this stage is a snap. Ifyou p 
can't handle the Enemy Turbo effect, then you're 
going to have to get rid of it. 


You'!l notice that you can't move onto or past a 
yellow panel. This means that characters are Iikely 
goïng to die here, but their sacrifice won't be in P Tower-hrow characters to either end of 

vain. As long as you can get characters to stand the corridor on the first turn then destroy the 


on the cyan and purple panels at either end ofthe _ Enemy Turho x3 blocks on the second. 
“corridor” before the Violators move, you're golden. 


You must tower-throw your characters onto those 

panels, and then end your turn so that they warp to the two open areas behind the Violators, 
where those Enemy Turbo x6 panels are. Once those two Geo Blocks have been moved or 
destroyed, you can now fight your enemies on even terms. You'll wantto use guns, bows, and 
magic here as the constrictive space makes using melee characters highly problematic. You 
should also have the characters you used to get rid of those blocks warp back into the area to 
help out in the fight. 


“Available by defeating the Eryngi Pirates Capt. (B31-99F), 


Bonus Gauge: Rank 26 
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Battle Tactics 


The Geo Effects of No Lifting and No Range Attack 
cover virtually the entire battlefield. That isn't so 
bad, but Ally Damage 100% is brutal. All of the blue 
panels must be destroyed on the first turn if you're 
to get through this stage. 


There is a null Geo Block on an island that can help 
you accomplish this, but is abit tricky to reach. The EEn 
problematic part is that you only lt characters trom _® You need a Heavy Knight to pick up this 
‘one of two panels on the map: alone green panel, __ block and throw it across on the first turn. 
and your Base Panel. Getting to the null block and 

throwing it onto a blue panel requires some precision. 


Start by moving a Martial Artist, equipped with shoes, six panels in a straight ine from the 
base. Then bring out someone that can throw five panels, pick up a Heavy Knight from the 
base, and throw him to the Martial Artist, who can then throw him onto the island with the 
null Geo Block. Now move the Heavy Knight forward two panels to pick up the block and. 
throw it back across to land on the blue panels. Destroying the block now is a simple matter 
of picking someone up from the base and throwing them toward the block so that they can 
move next to it and smack it. 


Defeating the fowis on this stage can be quite easy, since there's so many of them that they 
bunch up together in large groups. They can be defeated easily with ice magic and other 
area-ot-effect attacks. 


“Available by defeating the Ghost Pirates Capt. (B61-99F). 
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Battle Tactics 


‘The gimmick for this stage is that there's a. 
Reverse Darnage effect on the battlefield, and it's 
combined with HP/SP Switch. This means that. 
all attacks will heal SP, and all healing spells wil 
deplete SP. The trouble is that if a character’s SP 
reaches 0, they're dead. 


Given that all the enemies on this stage have alot 
less SP than HP, andthat no character can block P Recovery spells really hurt on this stage. 
recovery magic, healers are incredibly potent on 
this map. Of course this stage is full of Healers too, 
‘but if you have four Healers of your own, you can 
wipe out nearly all the enemies on the first turn. 
Make sure you've learned Giga Heal, at the very 
least, and upgraded it to +4 or higher. 


Ifyou want to get rid ofthe Geo Effects for this 
stage, you'l have to wait until the Bishop moves 
offthe cyan-colored block. You can only select the 
top-most target with skilis when they're stacked. 
The Geo Blocks are also affected by the cumulative __P The enemies are easier to kill by depleting 
Geo Effects, so you'll have to use a Healer to. their SP 

destroy them. 


“Available by defeating the Lucky Pirates Capt. (B41-99F). 


Loe, Data 
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Childhood Memories 
Bonus Gauge: Rank 27 
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Battle Tactics 


There are several Carmillas, and they are sitting on 
stacks of Enemy Turbo x3, ATK -50%, and Enemy 
Weaken -50% blocks. There are some roaming 
cyan and purple blocks that will remove the 
weakening effects via Geo Block chains. 


This stage can be easily won by lifting a Carmil, 
from their perch and throwing them oft oft. You di ° 
need to make sure that a character can lft rom p_Pillhe Carmil doven fram their per. 
a height of 24dm or higher. Characters that have 
athrowing range of 5 or higher will be able to 

do this. Make sure that you throw the Carmillas 
toward your Base Panel, so that you won't get hit 
as much by trying to fight while standing amongst 
agroup of them. 


“Available by finding an Illegal Room in B1-49F and 
‘buying a ticket for 1,000,000 HL 


® (eo Blacks will move around to eliminate 
Enemy Data blocks to make the Carmillas stronger. 
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Battle Tactics 


This is an exceptionally hard stage. You must kill 
the three Gaia Titans within four turns. IF you're 
unable to do so, then it's game over and back to 
the title screen. That alone seems difficult, but 
is made harder still by the fact that on each turn 
the Geo Effects that are governing the area where 
you're fighting will change. 


When you start fighting, you won'tbe abletouse __® This isa ticking time bomb waiting togo 
ranged attacks. On the second turn, youwontbe __ ff in four tums. 

able to use any skills at all, and on the ti and 

fourth turns the golems will get a 50% boost to their stats. On the first turn, you must get 

as many characters adjacent to the Gaia Titans as possible, and use your most powerful 
attacks. Your attacks need to inflict at least 25,000 damage or more to even this fight out. 
They are weak against fire, so exploiting that can be a big help. Your characters also need 

to be able to sustain 50,000 damage at most. If you focus your attacks on one Golem, and 
defeat one of them on each tum, you'll come away with a victory. 


“Available by defeating the Z Pirates Capt. (B61-99F) 
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| Stage 2-3: Cooking Corridor. 


Bonus Gauge: Rank 29 
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Battle Tactics 


There's a lone Fiend sitting on top a very high 
tower with three Magic Range +1 blocks and one 
Invineibility block. The only way to defeat itis to 
build a tower high enough so that you can pick it 
up and throw it down from its tower. 


To make the tower, there are several ron Boxes 
‘scattered around the map. You need to create a few P You'll need to build a tower of boxes to get 
chains and destroy some Geo Blocks to bring some ahold of hat Fiend. 

ofthe Boxes doum. You'llalso need a Heavy Knight 
‘standing on a boxto throw characters high enough 
to reach those boxes onthe walls. 


‘The Heavy Knight will also need to throw a 
character onto that wall nearest the red Geo Block. 
‘They must endure the Fiend's attacks and build a 
tower of boxes. They will receive boxes throwm by 
the Heavy Knight so that the tower can be built to 


reach the Fiend. Denen ate 
“Available by defeating the UFO Pirates(?) Capt. A 7 
(B71-99F). D You'l need a Heavy Knight standing on a. 


‘block to row characters very high. 
Enemy Data 
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Battle Tactics 


You have five turns to clear this stage; otherwise, 
things will go to hellin a very big handbasket. 
Almost the entire area you'l be fighting in is 
covered in Silence panels, and after five turns have 
passed, they will all turn to Bye bye panels, which 
means any character standing on the field will be 
killed at the end of the turn. 


You should not be using any other characters 
except for Succubus, Rifle Demons, and humanoids 
that use Bows or Guns. Those characters are the 
only ones that can cut through the huge line of 
mushrooms fast enough to reach the end and 
destroy the Bye bye Panel block before it becomes 
anuisance. It also needs to be mentioned that you 
must be able to defeat each ofthe mushrooms 

here in a single shot. If you can't then it's likely you 
won't get through allthe enemies in time before 

the Silence block self-destructs and leaves the 
battlefield covered in yellow panels. 


“Available by finding an Illegal Room in B1-49F and 
buying a ticket for 1,000,000 HL. 


Enemy 


D When the purple panels become yellow in 
five turns, you're screwed. 


DAE ed 


D Use long-range aftackers to get through this 
huge line of enemies quickly. 


‘Grudgefúl Me Memory 
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Battle Tactics 


This stage is about as long and troublesome to 
clear as Cooking Corridor. You need to make use 
of Iron Boxes again, but this time you need to. 
use them as pedestals to throw Geo Blocks onto. 
Your goal is to create a chain that wil eliminate 


the tower of blocks that each Thief is standing a - 

on. The red blocks in these towers need to be 

eliminated because they provide those Thieves » Use Iron Boxes to place a Geo Block that 
with Invineibility. matches colors with the tower af that height. 


In order to accomplish this task and clear the 

stage, start with one lron Box. Throw that up against a tower that has one red block as its 
base and place one ofthe purple blocks on it to create a chain. Defeat the Thief, and move 
‘on to the next tower, which has a single red block as its base. You'l now have two Iron 
Boxes and a spare cyan block. The next target should be obvious; stack the two Iron Boxes 
together and place the cyan block on top of them to bring down the next Thief to get the 
yellow block for the next tower. After using the yellow block to bring down the fourth tower 
and the Thief, you'l have a third Iron Box and a blue Geo Block to tear down the final tower 
and defeat the last Thief to clear the stage. 


“Available by defeating the Asian Pirates Capt. (B51-99F) 


Enemy Data 
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Battle Tactics 


There are a ton of enemies on this stage, but 
thankfully you won't be fighting all of them at 

‘once. if you can kill them quickly enough. There 
are atotal of thirty-two enemies here, and they 

are split into four groups of eight. Each of these 
groups is behind a line of No Entry panels, and 
that effect will disappear each turn for every group. 


IFyou cant defeat a group of these moths every 
turn, you're quickly going to get overwhelmed. 
Bring some magic users that have at least a +3 area 
‘bonus with any kind of wind magic. IFthey're strong 
‘enough to kill four moths in a single shot, you can 
use two casters to easily wipe out one group each 
tum before the No Entry effect disappears. 


“Available by defeating the Donna x2 Pirates Capt. 
(B31-99F). 


D There are loads of enemies here. Avoid 
fighting them all at once. 


P Use wind mafic to quicky wipe out the 


maths before they get a chance to move. 


udentChac 


LE Gauge: Rank 31 
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Battle Tactics 


andom Prize 2 


here and there where your characters can safely 
stand. However, these panels have the Silence 
effect, and on a map filled with enemies that take 


pain in the neck. 


To get around this problem you'll need to create 
atower of about eight characters. Throw each 
character onto a blue panel, toward the Silence 
block at the far end of the map. You need to be 


place it on a yellow panel. All the bone dragons’ 
skills will be sealed, giving you the advantage. 


go from blue panel to blue panel. You obviously 
don't want to stand on the yellow panels at all on 


have access to their skills, which you don't want. 


‘buying a ticket for 32,000,000 HL. 


Enemy Data 
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This stage is awash in yellow panels that have the 
Ally Damage 50% effect. There are a few blue panels 


half damage from all physical attacks, that's a real 


adept at diagonal throwing t accomplish this. Once 
the character has reached the block, pick it up and 


When moving about, your characters should only 


this stage. Finally, don't destroy the blue block on 
the yellow panels; otherwise, you'll let the monsters 


“Available by finding an Illegal Room in B51-99F and. 


» Throw ES onto blue panels, then. 
move the Silence block onto yellow panels. 


® You don't want to fight these things using 
only normal attacks. 


Bonus Gauge: Rank 29 
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Battle Tactics 


Ah, Prinnies. This looks like an easy map. All 
you need to do is throw a single Prinny into 

that massive gathering and the stage is done. 
However, there are a few big problems with that. 
The Geo Effect covering virtually the entire field 
of battle makes them invincible, you won't be able 
to use any skis, and you can only ft things up > i 
‘away for you to throw one of your own Prinnies at. 

Italso seems impossible to reach the Geo Blocks, which seems absurdly unfair. Therefore, 
the only way youre going to win this fight is to somehow set off a Geo Chain that makes the 
Prinnies vulnerable. The only way to do this is outfit a Thief with a gun that has a range of 

6 (Hazard Gear, for example), and improve its range to 8 in the Item World. Next, equip the 
Thief with three Angel Sandals, and improve the Move stat of each of them to at least 2. The 
Thief needs to have a Move stat of at least 14. 


With this setup, use a Heavy Knight to pick up the Thief from the Base Panel and throw her. 
as far as he can. Move the Thief so that she’s standing in line with that yellow Geo Block and 
destroy it to start a massive Geo Chain to clear the area of Geo Effects. 


“Available by defeating the Wise Innocents Capt (B21-99F). 


Enemy Data 
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Battle Tactics 


You'll need to bring in characters with substantially 
higher stats than your opponents’. There are four 
Dark Elders here, and together they'll reduce your 


stats by 20%. The annoying thing is that you have to EET 
fight through all the other enemies before youcan _%,Voull need characters with high stats to 


kill them. offset the Dark Elders’ penalty. 


There are three Jump +50% blocks at the other end 
ofthe map being guarded by two Berserkers. The 
only way you can reach the Dark Elders is to stack a. 
couple of these blocks next to their post, and throw 
a character that has a Jump stat of at least 20 over 
there to reach them. 


The one break you're given is that all the enemies, 
except the Dark Elders, are weak against fire. You 
might also want to bring out a Healer or two, since 
the Dark Elders wil inflict upon your characters P Stack the Jump 50% blocks to reach the 
any status ailment they feel like to impede your Derk Elders. 

progress. 


“Available by defeating the UFO? Capt. (B21-99F). 


Enemy Data 
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Battle Tactics 


This is one of the simpler Dark World stages. The 
first thing you should do is form a tower of five 
characters, then throw one of the Geo Blocks to 
the pedestal nearest the group of enemies at the 
far end. On the second turn, simply stack the other 
Geo Block on top of it by having your characters 


pass it along. Then, finally, onthe third turn, 


bring out a Geo Master (or anyone that knows Star 
magic) and throw him on top of the stack of Geo 


Blocks you created. 


By having a character stand on those two Geo 
Blocks they'll have Attack +2,which means they'll 
execute the same attack threetimes in a row. Make 
sure that your Geo Master's Star spell is at least 
+6, so you can hit all the Majins at once. The Geo 
Blocks will disappear after seven turns, which is 
more than enough time to wipe out the enemies 


and clear the stage. 


“Available by defeating the Cheerates Capt. 
(B41-99F). 


Enemy Data 


est. 9d 


D_ Sack the Gen Blocks at the farthest 


D Have someone that knows Star magie stand 
on the blocks to obliterae the enemies. 


Bonus Gauge: Rank 33 
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Battle Tactics 


This stage will be over quickly, since you must be 
able to defeat one enemy in a single turn. At the top 
ofthis tower is a Malchidael, and except for one 
panel, everywhere you can step on this stage comes n 
with Heal 100%, Warp, No Lifting, Ally Damage ToraL vAnsar 7256 

120%, and Invincibility effects. The trick is to move 

the Maichidael onto the only spot where there'sno __ p [se Final Arts or Orc Throw to move the 
Invincibilty effect. Malchideel. 

The only thing you can do is to use one of two 
abilities: the fist skill Final Arts, or the Orc's skill Orc. 
‘Throw: Both those skills will knock the Malchidael 
onto the only panel that will make him vulnerable. 


After you knock him there, bring out all the 

characters you can muster to bring him down 

quickly. Ifyou fail to accomplish that, then the 

Malchidae's HP will be completely restored. 

“Available by finding an legal Room in B51-39F and 

buying a ticket for 32,000,000 HL. » Make gure pou defeat him in a single turn. 
or you wont he able to heat him af 
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Battle Tactics 


At first glance, this battle seems rather difficult. 
You're confined to moving in single file, the 
enemies are located outside the No Entry panels 
that are confining you, you can't use skills, and 
you cant ft anyone up to reach those Warp 
panels at the other end ofthe map. 


Fortunately, there's a quick and easy solution to this 
problem. Bring out a Thief that has a gun equipped 
‘and destroy that cyan-colored block. The ensuing 
Geo chain will wipe out those yellow panels and 
allow you to lft characters up and use skills. 


IFyou need to get characters outside the No Entry 
panels to mix it up with the Slugs, the spear skill 
Golden Sticer will make an awesome addition to 
your repertoire. The slugs are also quite weak 
against wind attacks, so magic-users can be a huge 
help here. By and large, the Warp panels on this, 
map can generally be ignored. 


“Available by finding an legal Room in B51-99F___p The spenr skill Golden Slier can easily get 
and buying a ticket for 64,000,000 HL. acharfer through No Entry panels. 


Enemy Data 
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Battle Tactics 


For this battle, you'l be fighting against ali the 
different male Martial Artists, with the effects of 
Attack +, Silence, and Counter Hits +1. You have 
no choice but to fight them under those conditions. 
Since the fighting area is so narrow, you should 


bring in a lot of long range aftackers to help pile on 
the damage. 

Don't think you have all the time in the world DP Use los of ranged atckers when fighting, 
though, as you're racing the clock. On the other in aconfined space. 


side of the stage there is a Game Over block. During 
every turn, it will move forward three panels until it 
‘comes to rest on a green panel where the other Geo 
Blocks are located. The Game Over block will reach 
its destination in five turns, so you must defeat 

all the enemies within that time or you're finished. 
IFyou can beat at least three enemies every turn, 
you're in good shape here. 


“Available by finding an Illegal Room in B51-99F and 
‘buying a ticket for 64,000,000 HL. 


D Defeat all enemies before that Game Over 
‘block moves to the green panel. 


Enemy Data 


wa RP OTV APR EXP HL Mana Equi 


Bonus Gauge: Rank 25 


Battle Tactics 


Now this is a properly mn 
challenging puzzie. There's a Gete 
lone level 1 Prinny sitting at 

one end ofthe map, and to zen hd 
clear this stage you simply Kenan, 


have to pick it up and throw it 
‘somewhere. Of course, that's 
easier said than done. 

An Important point to this 
puzzle is that you need to have 
your characters on “safe spots” 


indicated by the Be Ee gis 
Gterederoundtenman. Start by picking up two boxes at once by liftüng he botom br, 


These spots form a very 
B nice throwing line, which 
sar zouten you can use to toss 


characters around and 
reach the Prinny on the 
far end. Note how far the 
distance is between the 


boxes and use characters. 
that can throw the 
appropriate distance from 
ini ven telen and arc ‘one box to the next. 
ed 
® You need the height from the Wooden Boxes to throw nto the 
stack of Iron ones. 


E3 


Youfirst need to pickup a 
stack of two Wooden Boxes 
and, using a tower of four 
characters, throw them onto 
an Iron Box. You need the extra 
height to be able to throw a 
tower of characters onto that 


tall stack of Iron Boxes. Onthe 
nexttum, bring out the rest of 

your characters andtoss them 

around the map, making sure that 

the character that lands on the tall 
stack of Iron Boxes can throw five 
panels. Once the tower of characters 
reaches that stack of ron Boxes, you'll 
need to do a diagonal throw so that the 
tower of characters lands in a straight 
linefrom the green Warp panel so that 
the tower can be throwm onto it 
easily. After that turr's over, the 
tower will warp to the other 
section ofthe map, and 
youjust need to throw 

the remaining characters 
toward the Prinny so that 
youcan lift up and toss it 
for the win. 


“Available by defeating 
the Boney Pirates Capt. 
(B81-99F). 


» A tower of af least three characters on the Warp is needed to 
reach the Prinny, 
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Battle Tactics 


This is primarily à gimmick stage. There are two 
Malchidaels, each standing on a different colored 
Geo Panel at the far end of the map. Near your 
base are eight Ghosts standing around a bunch of. 
Geo Panels ofthe same color. The panels have the 
Disperse Damage efect, which means in this case 
that any darnage done to a Ghost that's standing 
on a panel is transferred to the Malchidael that's 
‘standing on that same colored panel. 


All you need to do is throw a Ghost onto a panel 
and do as much damage in a single attack as 


SE 


D_Throw a Ghost onto a Geo Panel and 
smack it for a ton of damage. 


possible. The Malchidaels are very strong and each have around 130,000 HP, so you'll need 


to do around 33,000 damage to each Ghost to win. The. 


easiest way to rack up the damage 


is to link together skis that inflict fire elemental damage. The Cockatrice skill Super Eag, 
along with the Fire God skills Demonic Flame and Fire Blast, are all Fire-based and can be 


linked together. 


If you're strong enough to take on two Level 1000 Maichidaels, you cam just tower-throw a 
character over to them to attack them directly instead of bothering with all the Ghosts. 


“Available by defeating the Pirate Club Capt. (B71-99F). 
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Stage 4-4: Murderóus Intent 
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Battle Tactics 


You'll be swimming in a sea of clones here. One 
Slug will be cloned every tum, and will appear on 
a random Geo Block. The cloned Slugs will move 
around on the map, whilethe originals will stay 
where they are and produce a clone every turn. 


In order to get through this stage efficienty, B 
you need to tower-throw your characters to the D A clone will appear every tum on a 
immobile Slugs and defeat each of them. This way, __ random Geo Block. 

you eliminate the risk that one of the Slugs will 
spawn another Slug, which in turn might wind up 
on a Clone black, making even more Slugs. Since 
all Slugs are weak against wind attacks, you should 
‘employ Wind spells and Holy Dragons in this fight. 


“Available by defeating tho Shinsengumi Capt. 
(B91-99F). 


k Use wind elemental attacks to easily defeat 
Enemy Data de 
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Battle Tactics 


This place is dead simple to get through. Ally 

Boost 50% blocks layer almost the entire stage, 
which makes defeating these Golems relatively 
easy. However, there's an Invincibilty block that 

will disappear in three turns. Once that block 
disappears, an Ally Boost block will drop and cause 
a chain that will clear the map of all Geo Blocks. 


Even after the blocks are destroyed, there are 
no gimmicks or traps to prevent you from just 
charging forward with all your characters. All the 
Golems are weak against fire, so attacks that 
‘employ that element are the order of the day here. 
As long as your attacks can take off more than half 
the HP of any enemy on this stage, you should have 
an easy time of it. 


“Available by finding an Illegal Room in B1-49F and. 
‘buying a ticket for 2,000,000 HL. 


Enemy Data 


D_ Make the mast of the Ally Boost blocks 
before they disappear in three turns. 


P Golems are highly susceptible to damage 
from fire attacks. 


No Running Hallway 


Bonus Gauge: Rank 23 


BG RandomPrsei AandomPrse2 _ Random Prize 


Battle Tactics 


For this battle, the map is divided into two areas. In 
the area around the Base Panel, there's an entire 
field of blue panels with the Silence effect, save for 
one red panel with Disperse Damage. The second 
area has Disperse Damage for every other panel. At 
first this seems like a gimmick stage, where you just 
have to place the Matango on the Disperse Damage 
panel in your area, and smack it for a ton of damage 
to defeat all the other mushrooms in the second 
area. However, in What seems like a sick joke on 
the player, you cam't do this until all ten Mushrooms 
in the second area wander onto those Disperse 
Damage panels, 


‘The chances ofthat happening are virtually 
non-existent. The only way you're goïng to reliably 
clear this stage is to have characters that have 
attack ranges of six or higher. The Hazard Gear gun 
starts with a range of six, and can be improved in its, 
Item World three times (if it's legendary) along with 
the Longshot evility for a total attack range of 10. All 
you have to do is wait for the ‘shrooms on the other 
‘side to cooperate and move into your attack range. 


® Don't bother waiting for all those Eryngí to 
step on those Geo Panels; it won t happen. 


Ge 
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D Improve the range of your guns to fire 
bullets through wall 


“Available by defeating the Cowboy Pirates Capt. (B41-99F). 
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Battle Tactics 


Allthe enemies on this stage are sitting on Michty 
Enemy panels, and can't be reached because ofthe 
‘Absolute Area cutting off access. You need to make 
use ofthe purple Encroach block and place it on 
the blue Geo Panel to cut through the green panels. 


As the blue panels spread outwards, you can à 
pick up a magic user and throw them away from _P Immediafely put the purple block on the 
their invincible panels to defeat them. You'll want _ blue panel and wait for it to expire, 

to use characters that have a high resistance to 

magic, because it takes time for the blue panels to spread far enough to be able to reach 
your opponents. 

Once the purple block expires, it will turn all those blue panels to purple, making it much 
harder to defeat the enemies. When that happens, you should send a character to the 

yellow block and take it off its Geo Panel. You'll also need a fist user to use Final Arts on that. 
‘Absolute Area block to get it off its panel. 


“Available by defeating the Red Pirates Capt. (B91-99F). 


Enemy Data 
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Stage 


Bonus Gauge: Rank 28 
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Battle Tactics 


There are several Game Over panels sprinkled 
randomly throughout the area. Unfortunately, it's 
impossible to remove them, so you have to prevent 
an enemy from wandering onto them. Yes, ifan 
‘enemy wanders onto a Geo Panel here, is back to 
the title screen. 


Random Prize 3 


All the enemies are weak against wind, which can 
make things a little easier. If you have a bunch of 
characters that are high enough level, then tossing 
enemies into your Base Panel to capture them is, 

an incredibly efficient way of thinning the crowd. A 
clever method you can employ is to check which 
‘enemies are precisely six panels away from a Geo 
Panel. Usually enemies will move toward you as 

far as they can, and ifthat distance happens to end 
‘on a Geo Panel, then that enemy should be your 
top priority. As long as you can work out ways to 
prevent any of these dolls from stepping onto a Geo 
Panel, either by blocking their movement, capturing 
them, or picking your targets intelligently, you'Il get 
through this dificuit stage. 


P Cepturing an enemy is like a one-shot kill, 


“Available by finding an legal Room in B1-49F and buying a ticket for 2,000,000 HL. 


Enemy Data 
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Battle Tactics _— 
‘There are a bunch of tightly packed cats on this Es 

map, and you need to defeat them very quickly. en 

This is because, in orderto killthe Fungusonthis _ |S& © 


map, you must get that purple Geo Block in the 
corner onto the small field of blue panels before it 
disappears on the sixth turn. To do that, you need 
to set up athrowing line without being swarmed 
by cats. Virtually all the enemies are weak against _P Defeat multiple cats quickly with ice magic. 
ice magic, so bringing in Blue and Prism mages, 

that have +2 or higher upgrades to their ice spells can be a big help. Tower-throw your 
attackers on the first turn so they can take advantage of how neatly lined up the cats are. 


TOTALDAMAGE 42755 


Make sure the height difference when throwing isn't so great that a character is unable to 
throw that high. This becomes especially important on the final few throws to get the block 
on those blue panels. Once the purple block has done its job and gotten rid ofthe Absolute 
Area surrounding the Fungus, you just need to throw the Fungus off of its Mighty Enemy 
panel to defeat it. 


“Available by finding an Illegal Room in B1-49F and buying a ticket for 4,000,000 HL. 


Enemy Data 
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Bonus Gauge: Rank 29 
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Battle Tactics 


‘This fights ruthlessly straightforward and simple. 
All you really need to do is have a long-range 
attacker defeat a Gunner, then throw another 
Tong-range attacker where he stood to defeat 
another. Do this five times, and you'll reach the 
other side. On the other side are two Idols and a 
gunner. Defeat the Idols first to lower that Gunner's 
stats, then pound him to finish the stage. 


“Avallable by defeating the Kit Cat Pirates Capt. 


(B81-99F). 


Enemy Data 


ee Car re ary pn 


roraubansar 15036 


D „until you reach the other side, then defeat 
the Idols before fighting the last gunner. 


Bonus haas che Rank 29 
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Battle Tactics 


You start this map surrounded by a huge gang 
of Thieves. Fortunately, the bridge is covered in 
Ally Boost +50% panels, which should help your 
characters fend them off. You should send out 
melee specialists with really high defense to charge 
into the crowd of Thieves to keep them busy, while _—_p 7 
ee, legden legde 
Panels and pelt the Thieves with magic as they all À 
‘bunch together around your fighters. 


Keep tabs on the red Geo Block supplying the 
yellow panels with Ally Boost +50%, because it! 
disappear in three tums. At that time, the Game Over 
effect will replace it. You can prevent the Game Over 
effect from replacing the Ally Boost by sending a 
ranged attacker near the blue block and destroying it 


before the panels change color. 

“Available by defeating the Element Pirates Capt. 

(B81-99F). Pp Destroy this hlue block, before the Ally 
Boost block disappear. 

Enemy Data 
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Bonus Gauge: Rank 33 
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Battle Tactics 

This interesting map 

is split into three 

completely separate 


zones. You enter each 
ofthese zones via the 
warp blocks out in front 
of your base panel. 
However, the tricky. 
part of this stage is that 
those blocks will only e 
be around for the first Eken. 7 \ 

tum. IFyou don't geta + 

character standing on P You must place characters an all three Geo Blocks on the first turn. 
those blocks by the end. 

ofthe first turn, then you 
will not be able to clear 
this stage. 


Since each block sends 
youto a different zone, 
and can only hold one 
character, you will 

need some very strong 
characters to deal 

with all the enemies 
contained within each 
aren: A geod target to |__TOTALDÄMAGE 36355 

aim for your characters 4 
istohavestatsthatare —_p character punishment 

at least double that of the Ae CRE id 
‘enemies they'll be facing. 

IFyou want to get more 

than one character to fight the monsters in these mini-arenas, you can throw a character 
holding another while standing on the Warp block to warp both of them in. 


gk Wold. 


In these sorts of situations, 
where à minimum amount of 
characters will be fighting a lot 
of enemies without backup, 
you should have à bunch of 
healing items in your bag for 
them to use. 

“Available by finding an Illegal 
Room in B51-99F and buying a 
ticket for 128,000,000 HL. 


h whom 


» Each character gets warped into three seperate areas filled with 
monsters, 


Bonus Gauge: Rank 28 
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Battle Tactics 


There are tons of Orcs to fight on this map, but 
thanktully there are no real tricks or traps to be 
seen. There are several Geo Panels scattered about 
with the Bye bye Panel effect, but these can easily 
be avoided. The panels are there mainly for the 
‘enemies to accidentally step on. 


The huge number of monsters here can be abit of a. 
problem to deal with if you don't take them out in an 
efficient manner. You should first target those four 
“lines” of Orcs by using ice magic on the rows of 
three, and the gun skill Megagun Launcher on the 
rows of four. Once those are done, you pick which 
group of Orcs in a corner you'd like to go after first. 
Orcs are slow, so by the time you move all your 
characters to one corner and defeat the first group, 
the second should be far enough away that you can 
attack before they can. 


You might want to try standing next to a Bye bye 
Panel. Since the Al cannot “see” Geo Panels, it 
might step on them to attack you, in which case you 
can kill an Ore without attacking it. 

“Available by finding an Illegal Room in B51-99F and 
‘buying a ticket for 128,000,000 HL. 


Enemy Data 


u Ce 


P Use magic and skills with “line-like” areas 
to kill a bunch of Ores, 


P Standing next to a Geo Panel increases the 
odds an enemy will step on it to afeck you. 


Bonus Gauge: Rank 31 


Battle Tactics 


IFyou cant defeat each Archer here in a single 
attack, then prepare lo be annoyed. The Archers 
here wil always havea large attack boost, because 
no matter where you attack them from they will 
always be higher than you. You also cant simply 
throw them off their pedestals of Geo Blocks, 
because they're standing in No Lifting areas. 


In order to take each Archer out in one hit, you 
need to rely on high-powered long range attacks 
from guns and bows, You must also make sure 
that your characters attack from the pedestal of 
the Archer they defeated, and that they can throw 

a character to the next pedestal. The map is similar 
in design to that of Stage 5-5 in the Dark World; just 
attack and throw repeatedly. 


‘Available by defeating the Sports Pirates Capt. 
(B51-99F) 


Enemy Data 


D_This Evility from the Archers will always 
be working afainst you. 


Pp Afer defeating one Archer, throw a char- 
acter fo their pedestal to defeat another. 
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Battle Tactics 


All the enemies start right beside Fusion blocks 

and you'd expect them to step onto the blocks, but 
they don't. In fact they usually won't move at all until 
you get close to them. The Fusion blocks are still 

a danger, though, because if two or more enemies 
step on them, they wil fuse together regardleas of 
the colors of the blocks. 

The best way totackle this map is to take it nice » The enemies may stant near Fusion blocks, 
‘and slowly, while using characters that are a little bot they won't intentionally step on them. 
overpowered to deal with any enemies that fuse 

together. If you pick off the enemies one by one from 

as far away as you can, you should be fine. If an enemy’s allowed to move on this stage, it's 
probably going to end badly; once they start, there's little that will cause them to stop. 


“Available by defeating the Gardener Pirates Capt. (B71-99F). 
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Battle Tactics 


There's a single Game Over block on this stage 
along with a single enemy. They are both miles 
away from your starting position, and you are 
restricted to moving through a snake-Ïike path 
around the map to catch up to the slime. Strangely, 
the Slime will not move from its spot at all, no, 
matter how close you are to it. However, this place 
fant without ies aifieulies. You must have wo D The Heavy Knight must have athrowing 
Heavy Knights, one of whom that can throw at range of eight to throw this high. 

least eight panels. You can improve their Throwing 
range by using the Class World, and by using the 
Idof's Amazing Throw skill. You'll also need a couple 
of Prinnies to safely get rid ofthe two towers of 
barrels standing in your way. 


You need to get the Heavy Knight across the 
‘second chasm, and he must also throw a character 
(specifically, anyone who can throw five panels) 
onto the ledge above him. Now, you just need to mee_® 
pass Prinnies along to detonate the barrels, and 

throw a character across that “ditch” to the area D Use Prinnies to destroy those barrels safely. 
where the Red Blob is. 


“Available by finding an Illegal Room in B1-49F and buying a ticket for 4,000,000 HL. 


Enemy Data 
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Bonus Gauge: Rank 23 
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Battle Tactics 


We recommend that you clear this stage quickly, 
as otherwise, the Geo Panels will change color and 
seal off certain paths to enemies. Even if that does < 
happen, it doesn't mean the stage can't be cleared, 

because you can throw characters around those 

barricades. The quicker you can move through this, 

stage, the better off you be. 


Your first goal is to defeat the Perytons and get D No Entry Panels will slow your progress 
your characters past the yellow panels before Turn _ once the blocks sant disappearing. 

2. A single blast of ice magic should take out the 

first group of enemies, Next you have to get past sore Sea Morks and the purple panels 

by Tum 4. It's best to leave a Spear user with Divine Storm thereto fight them. Next is a 

pair of Watchers that can easily be defeated by wind magic, and further past that are the 
cyan panels, which must be reached by Tum 6. At this point you can throw a character over 
the Forest Guardian and move the blocks that are about to expire ffrom the Geo Panels to 
prevent the appearance of any more No Entry Barricades. For this area, a character that 
uses fire elemental attacks can be very helpful, such as an fit. 


“Available by defeating the Pirate Cleaners Capt. (B51-99F). 


Enemy Data 
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Battle Tactics 


Even if you consider yourself 
one of the greatest puzzle- 
solvers on Earth, this stage 
will ruin you, This is mainly 
due to the fact that in order 
to solve this puzzle stage, 
you need to take advantage 
of a strange unintuitive quirk 
in the game's programming, 
This quirk involves picking 
up the green block that is 
about to disappear, which 
pauses its countdown until 


its no longer being held. p This block won't disappear as lang as you're holding onto it. 


Onthe first tum you need to 
defeat that Hoshikage. This 
is best accomplished by 
equipping a Ninja with three 
Angel Sandals, then walking 
up from the base panel to 
defeat her in one hit. Next, 
arrange atowerhrowing 
brigade to reach the green 
blockthat is about to expire. 
Lift up the green block and. 
hold onto it to prevent it from 
disappearing. 


D The top-mast character is high enough to do this throw, despite 
what the game says. 


© 
TE 


On the second turn, you need to arrange 
a tower of seven characters. The bottom 
character must be a part of the Lifting 

Inspectors group, so that you can use the Dual 
Throw command. Build a tower that's at least six 
characters tall that's in line and within throwing 
range with that Mighty Enemy block poking cut. 
ofthe layer of yellow blocks. Pass the green block 
your character has been holding onto from the 
previous tum and pass it to the tower so thatthe 
top-most character can throw it onto that Mighty 
Enemy block. The ensuing chain should allow 
your highly mobile Ninja to defeat the Jounin, 


“Available by finding an Illegal Room 
in B1-49F and buying a ticket for 
8,000,000 HL. 


96dm 
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D Use the pillars of Geo Blocks for your throwing | 


brigade to getto that green Geo Block. 5 N 
Enemy Data iS 
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Battle Tactics 


There is a purple panel at the top of the winding 
staircase that you need to stand on When ending 
your turn to clear the stage. You don't have to 

defeat all the enemies to finish this stage, and in 
fact, the enemies are weak enough that you could 


ignore them. If you want to defeat them, then you Ek Ke 
must use either Final Arts or Orc Throw to knock 
them away from their panels. pe Once a chamcer rsches this purple pel, 


‘To get through this stage you just need to destroy end the tum to clear the stage. 
those two No Entry blocks that are prohibiting you 
from reaching the stage’s end. 


“Available by finding an Illegal Room in B1-49F and buying a ticket for 8,000,000 HL. 


Enemy Data 


He arty Comeuppance 


| Stage 7-1: 
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Battle Tactics 


There are No Entry areas all over this stage. There 
are so many of them, in fact, that they've basically 
cut the map into eight parts. Each segment ofthe 
map, except for the seventh, has one enemy in it, 
‘and you'll have to throw a character in each and 
every part to get to the other side of the map. 


You wont be able to rush through this stage by 
towerhrowing. Is best to take on all the enemies 
slowly and methodically. Don't throw a character someone into ifs area. 
into a section when there's already an enemy in 
Ies better to defeat the enemy at range before 
throwing a character into its zone, because all the 
Deaths will damage your SP quite badly when 

they attack, and if your SP's below 25% they can 
‘one-shot a character with a normal attack thanks to 
their Evility. When you make your to the Lilith at the 
farend ofthe map, you just need to throw her away 
from the Invincibility panel and use it for yourself. 
She's less threatening than this army of Deaths. 


“Available by finding an Illegal Room in B51-99F »_ Move the Lili af her inch genel 
and buying a ticket for 256,000,000 HL. aad ake ifor ours 
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Enemy Data 


Unsated Thirst 


Bonus Gauge: Rank 31 
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This place might not look like much, but i's 
arguably one of the best places to level up inthe 
‘game. While Ordeal Room 4 is certainly the fastest 
to clear, the amount of Exp you can get hereis 
pretty substantial. There are five Violaters, each of 
which is standing on a stack of five Level Up 10% 
and Heal 20% blocks. The best thing about that 

is that they will not move from their spots at all, N i 

and constantly level up by 50% every turn, so they Len enenies ve never been 
will hit level 9999 fairly quickly. As if that wasn't ensierto 

incentive enough, Violaters give out more Exp on a 
levelper-level basis than the Genociders in Ordeal Room 4, even with the Exp +100% effect. 


Start by taking that lone red block by the Base Panel and throwing it against the stack of 
red blocks at the far end. That should get rid of them. This leaves you with any Violater 
that's standing on a green block getting his HP knocked down to 1, which you can throw 
up against the tower of green blocks nearby to continue the process. Being able to safely 
reduce a level 9999 
enemy's HP to 1 
regardless of their 
defenses is a massive 
incentive to abuse 
this place for easy 
experience points. It 
may be slower than 


aap am Aen EE HL 


Ordeal Room 4, but EEN KEN EN EEE 
this place can be just EEEN ETEN EN 
as good, if not better. EEN 
4 5 Ess! 
“Available by finding an | | 
de Ee nn 
and buying a ticket for EEN 
16,000,000 HL. EEEN CN 
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Bonus Gauge: Rank 29 he 


Battle Tactics 


This warping stage is atie different from the 
norm, Instead of a Warp block sitting on a Geo 
Panel that offers youthe ability to warp to the 
‘enemies’ location, you have to carry the Warp 
block with you as you move through the stage. 
Start by building a tower of characters that is 
holding on to the Warp block near the Base Panel __p il 
and stand on the green panel, so that the entire aidan CAL 
tower warps to the other green panel. You need 

to make a tower to transfer everyone through 

because you'll be warped into an area where several Knights will attack you. 


Therefore, after you warp into the area with the Krights, you need to throw everyone onto 
the ground to disassemble the tower so that you can fight al the Knights at full force. After 
defeating the Knights, repeat the process, creating a tower of characters so you can warp in 
and dispatch the second group of Knights. After both groups of Knight are done, you should 
make a much smaller tower, because there's not enough room to move a whole army where 
that Geo Master is siting. All you need to do is have one character move the Geo Master off 
his purple Geo Panel, and another to move that red Absolute Area block somewhere else, so 
that you can allow your characters to rush in and attack the Geo Master. 


“Available by defeating the Blue Sky Pirates Capt. (B61-99F). 


Bonus Gauge: Rank 29 
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Battle Tactics 


This is a very simple and easy stage to clear if you 
have powerful casters. It works best ifthey can 
one-shot all the enemies on the map. There are 
several Warp blocks sitting out in front of the Base 
Panels with different colors. Putting a character on 
‘one Panel will warp them to the other Panel of the 
‘same color. These matching-colored warps happen _p Send the characters off to defeat enemies 
to be right in front of all the enemies on the map. hat are an matching-colored blocks. 

All you need to do is put the following characters 

on the following blocks: Star users on cyan, Wind users on yellow and blue, and Ice users 

‘on purple. Their magic upgrades should at least be +2 in order to deal with any clones that 
might appear, alowing them to take out both the original and its clone with one shot. 


A good rule of thumb is to have an offensive stat that's somewhere around three times the 
HP of the enemy you want to beat. The stat can be less if you factor out the additional power 
you get from skil upgrades and elemental resistances. Ifthe elemental resistance is 50%, 
you divide the stat by 1.5, and if the skill upgrade power is 120%, you divide the stat further 
by 12. 


“Available by finding an Illegal Room in B1-49F and buying a ticket for 16,000,000 HL. 


Enemy Data 


St Wander Hunter 
Bonus Gauge: Rank 31 


Battle Tactics 


This odd stage has the Base Panel situated on 
an raised island surrounded on all four sides by 
stacks of No Range Attack blocks. The enemies 
are on four surrounding faraway islands that can en 5 


only be reached by throwing. The only way to S pd 

clear this stage is to bring at least four characters ea / 

that can throw up to four panels, then throw other 

characters at your opponents. D_Throw characters from the No Range 
blocks to reach the enemies. 


Ithelps à lot that the enemies are all neatly 
arranged to be blasted by virtually any multitarget 
attack that can hit three panels or more. As long 
as the characters fighting those enemies are powerful enough that they're in no danger of 
dying, then this stage becomes amazingly quick and easy to clear. 


“Available by defeating the Prinny Pirates Capt. (B91-99F). 


Enemy Data 
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Battle Tactics 


In order to clear this stage, you need to have one 
character with a very high RES stat who is immune 
to Poison. These conditions are mandatory because 
you have to travel through a huge swath of red 
panels that have No Lifting, No Range Attack, and 
Disperse Darnage, all the way around behind the 
Phantoms, who are sitting on Attack +1 panels, to 
reach the green Geo Block. The farther the character 
‘can move per tum the better, so load it up with 
Angel's Sandals and improve the characters and its 
equipment's Move stats as much as you can. The 
green Geo Block is forty-four spaces away from the 
Base Panel. 


When you get to the green Geo Block, destroying it 
to get rid of the Absolute Area effect, enabling you 
to walk further into the Geo Block collection. Your 
next target is to destroy the red Geo Block to get 
rid of the No Lifing effect, so that you can swap the 
positions of the Attack +4 block with the No Range 
Attack block. That will cripple the Phantoms. Just 


DK massive Move sat is needed to get past 
all hoge Phantoms. 


» With the af afew Geo Blocks 
you can be inc cruel to all those 
Phantoms. 


for good measure, stack the Disperse Damage block on top of the No Range Attack block to 


make the Phantoms easier to kill. 


“Available by finding an Illegal Room in B51-99F and buying a ticket for 256,000,000 HL. 


Enemy Data 
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Battle Tactics 


We hope you like zombies, because there's a ton 
ofthem to kill. There are so many, in fact, that they 
all can't fit within the confines that the No Entry 
panels have outlined. There's so little room to 
move around that you only can bring out, at most, 
two characters. 


Your best picks are a fire magic user and an Iri, 
so that you can take advantage of the Zombies’ 
weakness against fire. The Ifrit will mainly serve DP Zombies, zombies, and yet more zombies! 
to protect the magic user from harm by keeping 
the zombies away, since you and the monsters 
are restricted to single file movement only. As 
you defeat the zombies, more will come rushing 
toward you, and more still will spawn from the 
enemy base panels. 


‘This is mainly a long war of attrition against a. 
‘seemingly never-ending glut of monsters. You'l need 
to have high defenses and a lot of HP to survive. 


“Available by finding an Illegal Room in B51-99F D They're all weak against fire, so an Ifrit 
‘and buying a ticket for 512,000,000 HL. can be a huge help. 


Enemy Data 
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+1 Wight will appear from an enemy Base Panel on the 2nd tum at the start of every second enemy phase for 10 tums. 
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Battle Tactics 


There may be alot of enemies 
here to kill, but all the 
monsters will use Magichange 
on the first turn. You cant 

do anything on the first 

turn, either, because ofthe 
‘Absolute Area panels boxing 
you in. You just have to bring 
a character out of the Base 
Panel and end the turn before 
you can start fighting. 


When all the Magichanges 
are completed, the number need to kill, 
of enemies will drop by half, 
but the stats of the remaining 
humanoids will be greatly 
increased. This should be 
thelast Dark World stage 
you take on, due to the very 
high levels and stats of 

your opponents. 


Make sure the stats of all 
your characters are far 
more han double that of 
the enemies you're fighting, 
because their high skill 
upgrades will just cut 


zigtkthrougt and killany, D Overwhelm a small group of enemies in an area with greater 


ba rl tekenen numbers, This will help you take them out quicker. 


The strategy for clearing this stage 
is rather simple. Just throw your 
characters out of the Base Panel and 
attack the enemy. They won't start to 
move unless you get within their attacking 
range, so you can win through by sheer 
weight of numbers if you play your cards right. 


“Available by finding an legal Room in B51-99F 
‘and buying a ticket for 512,000,000 HL. 8 Ed 
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The Land 


‘After you have cleared twenty-five different 
stages at least once in the Dark World, the 
Garganuta will arrive at the Academy. Talk to Red 
Orca first, and afterward, you can use that ship 
to travel to the Land of Carnage. 


Once you've arrived in the Land of Carnage, 
you'l notice that all the inhabitants are Prinnies. 
Ws here that you can replay any map that you've 


cleared at least once, except forthose thatcannot__ (ge yu: Dark Word completion screen. 


be revisited. This includes many ofthe maps. 
from the main game, the House of Ordeals, the 58% jon em treo the Lol. 


Dark World, and the last Extra Map. Basically, the Land of Carnage is a one-stop shop for your 
ultimate power-gaming needs. 


There are a number of differences in the rules for the Land of Carnage, listed below. 


Nn b 9 Land of Carnage differences! 


* Base enemy levels are modified by * The elemental resistances of all 
factors of x20 and +200. ‘enemies and characters created in the 
»Ifenemy levels go beyond 9999 dueto Land of Camage will be random, 

level modification above, then a bonus 

of 1% is applied to their stats for every 20 

levels over 9999. 


* The amount of Exp and Mana gained 
from defeating enemies is doubled. 


» You can now find items that are above 
Rank 35 in the tem World. 


* Item Gods will possess Rank 40 items 

at the bottom of Rank 39 and 40 items 

where applicable. 

||___- Baal will be equipped with the Baal D This is Disgaea 3's ultimate test. 
Body weapon in Extra Map 8. 

* The Prism, Diez Gentlemen, and Baal 

Pirate groups appear in the Item World. 


+ Mysterious Classroom benefits from 
\__the Class World canbe enjoyed by all 
allies, regardless ofthe host. 


abusable tactics that you can use to achieve god 
delve deeply into some of the more technical aspects of Disgaea 3 for those = 
who wish to systematically exploit the game. You'l find technicques to amass 

insane amounts of Exp, HL, Mana, Levels and stats to such a ridiculous degree that you'll 
be able to do damage in the billions. Yes, bilions. I's advised that you only read this section 
if you're looking for some serious game breaking powerleveling, and have a firm grasp on 


allthe concepts of the game. 


| Gaining HL 


Broker specialists increase the amount 
of HL you gain from defeating monsters. 
With a Level 300 Broker, you can achieve a 
maximum of +300% HL. An early source of 
Brokers is the rank 8 axe, Golden Ball. 


‘The club knowm as The Punk Org. allows its 
members to gain 50% more HL from kills if 
they are seated in the back row. Combining 
this with à maxed Broker will give you six 
times the HL you'd normally get from kills. 


Hospital Exploitation 

As with previous games in the series, selling 
prizes you get from the hospital is the best 
way to male HL in the earty game. See 

p- 19 for a list of hospital prizes and their 
requirements. 


To boost your resurrection counter, use the 
old technique of slaughtering a bunch of 
Good-for-nothings by throwing higher level 
enemy units into your base panel. 


Meeting the HP and SP healing requirements 
is even easier this time around. Get a Prinny 
to level 15, make a Cpt. Prinny, and level 
that to 20. Spend 1,000 Mana for the Unit 
Price, 1 Cent evility. This lets you heal the 
character for only 1 HL no matter how many 
HPISP you have to restore. Equip your 

best HP-increasing items, heal for 1 HL, 


As 


Pp Unit Price, 1 Cent tums your hospital exploittion. 
indo almost pure profit. 


de-equip and repeat. Do the same thing for 
SP-increasing items, then alternate between 
HP and SP so that you'l qualify for the 
‘emblems faster. 


You can keep exiting out of the Claim Prize 
screen until your prizes become Rares, which 
sell for more money. Putting at least one 
character in the Nursing Club will allow you 
to receive Legendary items as prizes. 


‘The main story maps should be no trouble 
with the equipment you can afford after using 
these techniques. 


The rank 11 fist weapon, 
Finger Snap, is your 
earliest source of 
Manager specialists, 
which increase your 
Mana gain by upto 
+300%. 


Statistician specialists 
for increasing EXP gain > 
are harder to find. They _(S» 
don'tappear on any 
items, so the only way 
to get them is to subdue 
or capture them in Item 
World Event Areas or 
Reverse Pirating. 


Beyond these 
specialists, there are several clubs you can 
join that will help. The Corner Res. Group 
gives you 25% more EXP for kils if the 
character is seated in a corn 
your alles that have trouble kiling enemies on 
their oum, the following clubs are available: 


cra Eract 


Good leveling maps are ones with the 
enemies arranged in tight formations on EXP 
+X% Geo Panels, Here are three candidates: 


Stage Deseitien 


Lb: ern oester 
zeen 
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D Ordeal Room 4 is the best map for leveling. 


Ordeal Room 2 is slightly more cumbersome 
because no one attack can hit all the 
‘enemies, meaning you have to use two 
characters or two turns. 


The best attacks to use are those that have 

a 323 area of effect Unfortunately, there are 
only a few: Big Bang (the sixth fist skill), Love 
Dynamite (Axel only), Orc God's Descent 
(Orc only), and +9 magic. Big Bang can be 
learned by rank 4 or higher Martial Artists or 
Fight Mistresses, and then transferred to the 
‘character of your choice using Class World. 
Big Bang is your best bet for humanoid 
physical attackers; otherwise, go with magic. 


Finally, one ofthe best eviliies for 
increasing your EXP is Happy Song, which 
increases the EXP gain of allies on the map 
by 20%. Happy Song can be learned by a 
level 800+ Idol Master (rank 6 Cheerleader) 
for 30,000 Mana. 


Class World plays à big role in beth character 
and item leveling. The simplest uses are to 
boost stats like Movement, or to transfer 
skills/evilties between characters. 


Item Duplication 


Item duplication is arguably the most 
important feature of Class World. By using a 
particular item, you cam easily farm up exact 
duplicates of the items your characters 

are using. 


‘The Puppy Paw Stick has the unique Cat 
Burglar specialist. When equipped, it gives 
you a 20% chance to steal an item from an 
‘enemy that you Kill with à normal attack. 

In Class World, you can find clones called 
Dropouts, They carry the same equipment as 
your character, which means you can steal 
exact copies of your ow equipment using 
the Puppy Paw Stick. 


TOTAL DAMAGE 7055827 


D Is almost too easy. 


Just equip a weak character with a single 
item that you want to duplicate, enter their 
Class World, and with the Puppy Paw 

Stick equipped, kill any Dropouts you find. 
‘Sometimes the Dropouts can be hard to see 
with all the Geo Blocks around, so go to the 
character list and push up on the control 
pad. Dropouts will always be listed last if 
they are present. 


IFyour character is at least level 80, you 
cam get up to eight aptitude points just by 
clearing through the ten floors of Class 
World. You get an extra point for each 
Dropout you kil, and 4 points for the boss 
‘on floor 10. Note that you can kill the boss 
twice by killing it before entering the Mystery. 
Gate and once again after exiting, but you. 
dont get extra points by doing this. After 
theterth floor, your aptitude points are 

used to randomly increment your aptitudes, 
Unfomately the game sometimes tries to 
increment an aptitude that is already maxed, 
‘and that point is lost. So getting the last few 
points of your non-maxed aptitudes can be 
a pain, Since there are eight aptitudes and 
you can boost each of them by up to 100%, 

it would take at least 67 runs through Class 
World to max them all out if you didn't kll any 
Dropouts. Make sure to kill them to speed up. 
the process. 


Note that story characters have a special 
advantage when it comes to aptitudes. 
‘They gain 5% to all aptitudes for each 
reincamation, up to 25%. Combined with 
normal Glass World, that means 


they can raise their base 
aptitudes by 125%. 
The best practice is to 


try to combine aptitude An 
raising vat item 
duplication. 


Basic specialists can be found on items that you can buy at school. This table gives a list of 
items that always carry these specialists. Only items purchasable at Product Rank 12 are shown. 


Professionals 


Level 100 Professionals make all your 
attacks Critical, so this should be one ofthe 
first things you try to acquire. As showm in 
the table above, several tems come with 
Professionals. 


Mediaters 


Mediaters are only found on rarellegendary 
items, and Teachers are only found on 


St Glen 


legendary items. As you go through Item 
Worlds, check each enemy's equipment with 
a stealing hand to see if they carry tems 

with Mediaters. Teachers aren't important at 
allin this game because ofthe Puppy Paw 
‘Stick. Mediaters are used in conjunction 

with two parent specialists to produce a 

child sj Many specialists can only be 
acquired like this. The fusion tables on the 
next page show the specialists that can result 
from the marriage of two parents. 
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Specialists 


Double Stat 


Make sure you have a level 100 Mediater. As 
an example, let's say we want to make a Hard 
Worker: 


1. Place a Gladiator, Tutor, and Mediater on 
an item. 

2. Make surethe item has at least one free 
specialist slot. 

3. Use a Mr. Gency Exit on floor 10 ofthe 
item and save. 


4, Enter the item, kill the item boss, and enter 5 -. 
the Towm of Specialists. D Who needs Teachers when you've got a Puppy 
5. If you see a marriage event, talk to the Paw Stick? 
Mediator to produce a Sniper. 


6. IFyou didnt enter the Towm of Specialists or didn't see a marriage, just reset. 


Now you can use item duping as previously discussed. Put the Hard Worker on an item and 
duplicate it in Class World. Move both Hard Workers to the same item, combine them, and you've 
just doubled the strength of your specialist. Repeating this process gives you a way to level your 
specialists in a truly exponential fashion. Most specialists can be initially acquired with a level 
around 100, which means they would be maxed to 19,998 in only 8 duplicatons. Then you can 
keep duping to make more Hard Workers to fl up your items. 


Special Specialists 


Here's a list of important rare specialists and what they do: 


Note that Guardians can affect anything that can be equipped in armor slots, and not just 
regular armor. 


Ane Tetris 


‘These specialists are acquired in Item Worlds 
via Event Areas or Reverse Pirating, the 
latter method being preferable. To Reverse 
Pirate, you need a ship acquired from regular 
Item World pirates. Clear all floors in an Item 
World, then you can Reverse Pirate on floors 
20, 40, 60, 80, and 100 in a legendary item. 
You will see various specialists pop up ata 
large distance from your ship. The idea is 

to throw or bounce them back to your ship, 
because if you capture them, their level will 
be double what it would be if you just killed 
the specialists. Set monsters at just the right. 
distances to quickly bounce your spoils to 
your ship, 


» Mao can throw the Level Sphere to the Eryngi, 
and it will bounce to Raspbery], then to the Thief, 
who can throw it to any available spot on the ship. 


Reverse Pirating combined with item duping 
will let you max out these special specialists 
in no time. 


Rank 40 Weapons/Armor 


Find a legendary rank 39 item of the same 
type. The Item God of this item will carry the 

rank 40 item of the same type, but only if you 
enter the Item World in the Land of Carnage. 
Use a Mr. Gency Exit on floor 99 and save. If 


you do this on floor 100, the lem God won't 
have the rank 40 item when you re-enter. Keep 
reloading until the Item God has an item of the 
rarity value you desire, then steal it from him. 


P Ultimate weapon models along with Raspberyl 
ond Pram Refin maghange fam, 


‘The following are especially good: 
Grand Madness (ATK) 


Key of Scion (INT) 
Trapezohedron (ATK, INT) 


Barefoot X 


‘These shoes give 3 MV and 24 JM. You can 
find them in the Land of Carnage Item Worlds. 
‘This setup will give you 32 MV: 


-Rank 6 Winged Warrior (Unknown) 
“Emergency Run evility. 

-Two Class World movement boosts. 
-Three Barefoot X's with three movement 


bis passed. TEE ; 
Baal Body or any other 1 MV monster » No Dimension Gate sto far away for this gg. 
weapon with three movement bis passed. 


Reincarnation 


Each character gets stat growth bonuses upon reincarnation that are based on their stat 
parameters at the time of transmigration. 


These values show up as the yellow bar component of your base stats on the bonus point 
allocation screen. 


Stat Points Gn Stat Points 
ON Bet crement Toul 


oo je | 


Each time you reincanate, your current level is added to a counter that keeps track of how 
many total levels you've gained before reincarnating. For example, if you reïncarnate twice 

at level 5000, your stored levels would be 10,00. This value is converted into à number of 
bonus points which you can allocate to your base stats. The maximum bonus is 200 points for 
186,00 or more total character levels. Reincarnating as a Genius once you've reached 186,000 
stored levels would give you a total of 210 bonus points to play with. 


Stored Levels 
Bonus Point 5 
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Because of the bonus points you can 
‘amass, it's usually best to get character 
levels as high as possible before 
reincarnating. Early on in the game you'll 
usually settle for reincarnating when a 
character’s levels are in the hundreds 

‘and they've amassed the mana cost of 

the reincarnation. Once you get into real 
powerleveling in the post-game, you may 
find yourself waiting until level 9999 before 
reincarnating whenever possible, letting 
each cycle amass a maximum amount of 
reincarnation bonuses from levels and stats. 


les true that character stats are dwarfed 
by item stats in thìs game, but before you 
have uber weapons, your character stats. 
play a bigger role. It's nice to know how 
reincarnation works. 


Item Leveling 


Zipping through Item World 


Item World can be tedious, but 
there are a few things you can do 
to make it faster. 


First, make a throwing team. 
Armor Knights have a base 

Throw of 6, which makes them 
ideal. Next you'll want a character 
equipped with a Fist weapon, 
because many Fist skills move the 
target enemy. This makes them very 
good at clearing Gatekeepers. Triple Strike, Phantom Fists, Final Arts, Splitting Shot, and 
Rising Dragon all have this property. Use your throwing team to get the Fist fighter in place. It 
also helps to have a Winged Warrior for actually entering the gates. See the setup on p. 255. 


‘Another technique is to equip your Fist fighter with the Sky High evilty, learned by Asagi. 
Combined with a high MV stat, you won't even need à throwing team. Using these methods will 
make your trips through Item World as fast as possible. 


Jem Leveling Formula 


R=1 for Normal, 1.25 for Rare, 1.5 for Legendary. B = base stat of the item not including rarity 
bonus (e.g. base INT for Key of Zion is 18000). N= item level (max 200). L=1 +(N/15). 

=NifB is positive, Lif B is negative, or 0 if B is 0. P = current Low stat up bills + 2* current. 
High stat up bills. PT = total Low stat up bills + 2 * total High stat up bills. G = item boss bonus. 
9 =0,01 for generals, 0.02 for kings, 0.03 for gods. 


Each time you defeat a boss, do the following: 


1. Increment G by q “10. 
2, Inerement G again by a value that depends on how you exit the boss floor and whether you 
pass a billin the Town of Specialists: 

Af you exit normally and pass a High stat up bill, add g*(P +2) 

Af you exit normally and pass a Low stat up bill, add g*(P +1) 

Af you exit normally and don't pass any stat up bilis, add g* P 

Af you exit with a Mr. Gency's Exit, add g* P 


S= specialists of the corresponding stat present on the item during boss kills (note that 
‘specialists that raise two stats such as Snipers don't contribute to this bonus) 


specialists present for General kils are worth 3 
specialists present for King kils are worth 6 
specialists present for God kills are worth 9 


stat=(B*"(R+G)+S)"(1+0.05*PT)*L+1 


Note that the (B * (R+ G) + S) part ofthe formula has 
acap of 99,989. Once you reach that point, further 
item boss kills will have O effect. This means the 


cap for each stat on an item without any stat 


specialists is 1,863,614, and you must pass all 


three high stat bills in order to reach the cap. 
Many items have high enough base 
stats that you can reach the cap 
without keeping stat specialists 

on the item for boss kills, and you 
don't even need to double kill all the’ 
bosses in some cases. 


Item leveling is somewhat easier 
than it was in Disgaea 2, with the 
advent of Reverse Pirating and Level 
Spheres. This recipe will show you 
how to produce an tem with the highest 
possible stats. It works on any legendary 
item, First, gather up these materials: 


Legendary item of consistent rarity 
8 single stat specialists (optional) 
-Several Mr. Gency Exits 

„Hands for stealing (optional) 


You want to match up the rarities for all 

your items so that you get the extra 30% 

stat bonus from equipping them, Sincethe 
legendaries you receive as special rewards 
aren't automatically rarity 0 in this game, 

you could pick any number you want from 0 
to 7, and just make sure all the legendaries 
you pick up are that number. The specialists 
should correspond to whatever stat you want. 
to raise (eg. Gladiators for ATK, Tutors for 
INT). The levels of the specialists don't matter. 
Just make sure you don't try to use double 
stat specialists, such as Hard Workers, 
because they wont work. Specialists like 
Hard Workers should be stacked on after 


the item 
leveling 
process is complete. 
Strictly speaking, most of the 
powerful items won't need the 8 stat 
‘specialists during the leveling process, 
because they can reach the stat cap without 
them, but we'll include themin this recipe for 
‘completeness. Here's the general procedure: 


1. Make sure you utilize the Wednesday Team 
club that increases the chance of finding 
Innocent Towns. 


2. Clear any innocents by floor 10 if you want 
to fill the item with stat innocents, 


3. Fillthe item with stat specialists, and place 
‘another each time you kill an Item King which 
increases the population size. 


3, Pass the greater stat up bil after floors 10, 
20, 30. 


4. Kil all tem bosses twice: Kil the boss, 
use a Mr. Genoy, re-enter the {tem and killthe 
boss again. 


5, IFthe floor has a level sphere, grab it and 
clear the floor. 


Make a Divine Dragon and set it up as 
follows: 


-Equip the other 3 Trapezohedrons, 
-Eauip a weapon of matching rarity with a 
level 25 Magichange Lover. 

-Target Lock +9 and Braveheart +9. 


Put them both in the Shura Support Grp and 
seat them next to each other. Next we need 
‘some support characters. 


Make 8 rank 4+ Cheerleaders: 


-Automatically corne with Lovely Song (+5% 
stats to all alies on map) 

-Have them learn Lucky Song (#20% rit 
damage of ales on map) 

-2 Throw boosts from Class World 

-Atleast one needs Armazing Throw +9, Jump 
Up +9, Blank Out +9, Slumber +9, Ant-lce +9 

-Atleast one needs -50% Ice upon creation 
and should be level 1 


At least two should be in the Lit Inspectors club, 


You also need a Thief with Create Box +3, and 
‘Asuka with Daisy's Vow. All characters need a set 
of boots that will give them at least 96 JM when 
‘combined with Jump Up. 


Because of the way allthe stat bonuses stack, 
‘and with Target Lock and Braveheart, Laharl 
should have 99,999,999 ATK and HIT after the 
Divine Dragon Magichanges. Of course there 
are other ways to accomplish this. One could 
utilize the Light Grace evity, make a weapon for 
Laharl (stats count even after Magichange). raise 
aptiudes, eto. This is just one solution, 


Now head to stage 5-5. This isthe hard part. The 
idea is to stack the ATK +50% Geo Blocks as high 
as possible and have Laharlattack from there. 


D_ Bottom 4 blocks in each stack are shown. 


We're going to make four stacks of blocks. From 
the attacker stack, Lharl wil attack the target 

‚on the target stack. Atower of characters will be 
placed on the tower stack in order to throw blocks 
and people to the target stack. The step stackis 
used to get up to the tower stack 


The attacker and target stacks wil be placed next 
to each other on the narrow walkway at 6 dm. 
The tower stack should be on the edge ofthe 78 
‚dm area, directly across from the target stack. 
The step stack should be right next to the tower 
stack. Check the diagram to see which blocks go 
into which tower. The browm squares represent 
boxes created by the Thief, the rest simply 
correspond to the Geo Block colors 
ASIELS 
OEREN EE ALERT 
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To begin, kil all the Zombies but one. Keep 

that one permanently asleep with Slumber. You 
‘could also just hold tover your head, it would 
hardly hurt high level character. Boost all your 
characters with Jump Up and Amazing Throw. 
Initial the blocks are al touching like colors, so 
they cant be moved. We have to destroy some in 
order to lft the others out. Ve must be careful not 
to ever let ike colors touch, or they will destroy 
each other. 


‘Start going to the 78 dm area furthest rom the 
base panel. Stand on the second red block from 
the end. Using aweapon with an attack range of 
atleast 2, destroy the 4th blue block from the end. 
Lift the red block out and toss it somewhere safe. 
Stand on the green block in the hole, and destroy 
the second yellow block from the end. That will 
free up à bunch of blocks. Fyou continue in this 
fashion, destroying every other yellow block, you 
can salvage the rest of them. In the diagram, each 


X represents a bock to destroy. D Several stacks af 9 Geo Blocks placed out of the 
An easy way to organize the blocks is to make way to he used ater. 

small stacks of 9 blocks, because that's the most a 

character Iftand throw around. For example, the attacker stack from 282 to 378 dm has 5 green 
blocks and 4 blue blocks. Below that is a stack of 9 from 174 to 270 dm wîth blue block ends. Below 
that is a stack of 9 from 66 to 162 with green block ends. Below that is just a small stack of 4. After 
you've made those four components, you would throw them on top of each 

other to create the full attacker stack. Bring the Thief out as needed for his E 
‘contributions to the target stack. Keep building the stacks higher. Eventually El 
the stacks will become too tall for you to simply throw up to. That's when fs am 
time to make small towers of characters and use Double Throw. Lift inspectors 378 | 
must be at the bottom of each tower. Throw a stack of blocks up to a tower of se 5 
characters. Select Double Throw, then select the character holding the stack 
This lets you extend the height from which you can throw. Note that you can 
also move the tower stack in front of the attacker stack temporarily in order to 
put the last piece of the attacker stack in place. 


Now that all the blocks are set up, make a tower of 7 Cheerleaders on the 
tower stack. A member of the Lift Inspectors must be on the bottom. Place 
Laharlatthe top of the tower, then use Double Throw to throw him to the target 
stack. Have Laharl hop up to the attacker stack and switch his boots outfor his 
Trapezohedrons. Use Double Throw to get Asuka up to the target stack. Make 
Laharl attack her 256 times to max out the stationary attack bonus. She wont 
take any damage with Daisy's Vow. 


Send Asuka backto the base panel and bring out your Dine Dragon. Cast 
'Ant-loe and Blank Outon 
your level 1 Cheerleader. 
‘Throw the dragon to the 
target stack. Have Laharl 
and the dragon cast Target 
Lock and Braveheart on. 
themselves. Magichange 
the dragon to Laharl. Throw 
the level 1 Cheerleader to. 
the target stack and finally 
have Laharl use Psycho 
Mirage. You should get 
around 35 bilion damage. 
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Playable Characters starts at Mao, Generic Humanoids starts at Warriors, 
Generic Monsters starts at Sludges, Enemies starts at Item God. 


Character Data Key: 


1. Name (story allies/enemies) or Group (generics) 


2. Class 
3. Sex 


4, Level: Level at which higher ranks are unlocked (generics only) 


5. Aptitude: modifiers for stats from equipped items 
6. Base stats: the higher the base stats, the faster they grow 
7. Fire: resistance to fire magic 

B. Wind: resistance to wind magic. 

9, lee: resistance to ice magic 

10. MV: spaces a character can move per turn 

11. JM: max height differential a character can traverse 

12. CTR: maximum number of counterattacks 


13. Throw: number of spaces a character can throw someone (humanoids) or 
bounce someone (monsters) 


14. EXP: statthat determines how much EXP is earned by defeating this character 
15. HL: stat that determines how much HL is earned by defeating this character 


16. Recruitment: howto get them to join (story) or unlock them for creation 
(generics). Monsters list the earliest you can kil them in the main story stages. 


7 
Play able en | 


Hero Wanaabe) 


Fire [wind] we sm [em 
= F 25 0 5 20 En ET Swart 
mike gan 
NE en 


mm | 


Lender 


2 at emv after te final bat and rjine ser Erin Map 2 


am [an [rw 
mj: 


Respternl's 


Os | 20 
Lacey ECN MN CN EC EN 
eeruiement |starof Chaoter 5 
Fire [wind] ke 
ns: Ea am | oe [mr ar 
Raspient's | Mms so je | so | wo} le „| 
Lacey ze | se | u je julie le 


a [as 
Beuuty Queen CE: 
EN 


Fatten Angel 


en 


En zE 
Dak Ho in ENE 


HieorcE m | mof ve | ve | so | vo | wo 
Tustice 


9, 
Creatable Humans: E 4 


ss | os 


Flater 
Wazror Ei 
ZP Mn oe 
N Gladistor so | e 
EW Warlord oja 
4, Bettie Master | ea 


"| Name: VALKYRIE 


Laar Figo | 
Lady Warie | 5 

Valegsie [eo 
Miners Lass | zo 

en [eol 

Iron Maiden | 300 

(me ‘meeruitment 

ML zee jas ae | a | is | o | 2 


s wel se | am | oe | mr | seo | ur [ns 
mea sen IN EEN EC EN CN CN EC 
msnnen mmm 
EN CN EC 
Green stan | — 
id jeje |t | iej u | u ANKE 
Bue san | NE EE ea 
ele je | el u | u 
5 7 NN EEN 
Star Seun | so DEE va 
CN CN NC NC 
Prise Skull El 
wl enn nnn EE 
s EN A 
Gator sen [aso ij ESSE EEE an [a 


* Red Skulls have +50 Fire, OWind, and -50 Ice. Green Skuls 
have 0 Fire, -50 Wind, and +50 Ice, 


í 


50 Fire, +50 Wind, and 0 Ico. Blue Skull 


meenten 
me En zo | ar 
M 8 ze 130 E 100 KE 
a EE OC EE EC 
EC 
EM E 2 ie 8 En 1e 2 1 u z id 
PE Ees 
NE EEE 
madl ci 18 EE u EE 28 18 El 18 de bi 


* Red Mages have +50 Fire, OWind, and -50 Ice. Green Mages have -50 Fire, +50 Wind, and 0 Ice. Blu 
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: name of skill, Magichange skills are noted in red. 


2. SP: base SP cost to use the skill. For SP cost for boosted levels, see the table on 
p.22. 


3. Mana: base amount needed to learn the skill, and upgrade it to +1. For Mana cost 
for boosted levels, see the table on p. 22. 


4, Level: Character level at which the skill is learned. 
5. Stat: attribute used to determine the skil's power. 

6. Element. 

7. Power: skis range in power from F, E, D, C, B, A, S, where S is the strongest. 
8. Height Tolerance: e.o. a height tolerance of 12/24 means the skill must target a 


unit up to 12 dm higher than the caster, or up to 24 dm lower. 
9, Effect. 


10. Range and area-of-effect grid, 
Blue -area of effect 
Red -caster’s starting position 
Yellow - spaces must be clear in order to execute the ski 
Orange - caster’s ending position, must be aclear space 
Green -target's ending position, must be a clear space 
Pink -possible targets 


Note that for magic spells, the grid is shown 
tor a range of 7 with a fully boosted spell. 

Most magic spells can use the following Fet 
areas-of-effect as they get boosted: 
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Magic Affinity | 


This table shows which magic spells can be leamed by each character. For example, any rank of 
Succubus can leam Fire, but only rank 3 Suceubiand above can learn Giga Fire. No Succubus en 
can learn Omega Fire innately, and can only cast t after acquiring it {rom an alty through the Ek 
‘Academy World. 
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® Weapon Affinity 


“This table shows which weapon skis are trainable by each character. 


or example, Mao has a 3 for Sword, Spear, and Axe, which means he can train the first 3 Sword, 
‘Spear, and Axe skills. To go beyond those first skis, Mao would need to learn higher-level skis 
from another character via the Academy World. At most, the first six skilis of a weapon can be 
iitialy trained by a character. The th and Bth sklts are spechl, and can only be learned from 
the 10thfloor Mystery Room in Academy World. To gain access to this room, simply clear or 
destroy every Geo Block on the 10th floor, and the Mystery Gate will appear. The Mystery Room 
will either letyou learn these hidden skis, or et you increasethe size of your committee. 
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[men UT Marant U, Sig LV lamer Ct CV 


Muscle Mastery 


as LV Ware LV Vas LV Marta Arti LV 
ige Muren LV, Beas Mister LV, Armor Kagh LVL, 
Fie Deman LL Myte Beat LVL Wood Glen LVL. 
Dragan Zenie LVT Marieetie LT 


Mind Mastery [sp Anttude inereasad by 10% 


tapten LV Cars LA Clie VT Mae Har LV 


Offense _ [Ark Aptitude inersanad. “Tier LV, Naema LV, Omerleader LVT Srcarer |oo 
Mastery [by 10%, LVL Winge Ward LVL Fans Boost LV, Staden LV, 
sphere LVL Nh LV, Banger LV 
Defense _ [oer Apttude increacod by er VI, asen Here LIL Tie U gea Warder | c 
Mastery _ [ron VL Aus Deman LV, Sit LVL Undead LV, 
Simber O4 LV 


tapes LV Cary LVL Gls LVL Nin LV Kuno 


Gen aar Aude naaa by on | STE VOGEL vo 
sten je EE 
agen en 
Dodge Mastery [ey 103. 'Aac LV, Holy Dragan LI, Death LVL, Spit Lt. | 100 
Es bna 
ms rd LP 
' Er ae tee. 
Snipe Mastery [HIT Aptitude increased by 10%. | armor Knight LV, Orc LVI, Roc LVI. Wood Golem LV! jer 
re 
OT a 
Roatst Mastery Ee 
kesist Mastery (BESTO Orc LV, Mystic Baast LV, Dragon Zombie LV, 
nerd 
ode Pleon tast |L ete Bl Sr Le Nader LV 
Poison Vaccin | aaan rien taat |A Bev 
ee an 
A 
een Vaccine | MEAG wr EEE | 
EE BO Lady Samurai L VT, Beast Master LV1, Succubus LVI 
mos oma Pars ate | Chemler LV Sn Lie hdee L7 
alge enaar rte steet | MOLE De oo 
Vaccine ‘Shroom LV1, Winge Warrior LV! 
rome Vaca [oenen econ Foto seat | aats Len on 
san Are re 
rave vance to svade Daprave efiect EN 
Deen On KOEK de A | 
seine Î en Ei RE 
amen emmae onse aen | Vette etek a 
WEE de | 


Immanicy _ |meresned b/ 5030 ‘Ghesdaader LV 


me @ 
I 


ra NT 
s SPFISTS (AT + sPD)/2 


3 


! er an ao 
En 
El 4. Category 
& | Normal attack stat - stat used to determine power of normal attacks 


3. tem name 

4, Rank -for most item types, ranks 1-30 can be purchased, up to rank 34 can be 
found in Item World, and higher ranks are found in the Land of Carnage 

5, Stats -rare items are 25% higher; legendary items are 50% higher 

&. MV -movement bonus 


Oven ie u o 5 ON EN NE: 
Hasta Olen 5 En D Te 
FaePpet [3 Ei se NK RE: 
Doin sa El EN Te 
Zoon Pach 5 El El EN KEN KC 
Kuen Ea Ea os 
Moes Hand |T El | NEN EE 
Í Beat Dorn 7 7 Te 
PlytiPaneh | 0 El En EN KEN KC 
Dymaomtar 1 El H ONK 
ier Saa n En of ef [ef eo 
Faes Fat EE EE ENE 
Debit Charge [10 EK ENEN 1e | oo 
ShpBick El EE Ts 
EEN KE 12 d NN: 
Una Stroke En En Te 
Mager m ENE En te | 12000 
Wie Teer El EN Te 
Niue | me | En rel s | is) zoo 
EN EN KNK 
Gak El EN En te | sooo 
Stone Hed EK En ENE 
smormc || se En En 1e) so 
Baga En En _[e 
En En EN 7 NE 
pT een | eo Ei 1u | vom 
Brave Folter En EE: NED 
Paisrand | za rus NEN ME 
Gris Kaele ENC En ee 
Hel Ste ENEN eer En vs | soon 


Use the knockback effect on fist skis to move pesky Gatekeepers in the tem World. 


7.JM -jump bonus 
8, Range - normal attack range 

9, Crit % -bonus to critical attack chance 

10, Price - base purchase price 

1. Specialists - guaranteed to be on the item, 
42. Description 


Use the knockback effect on fist skills to move pesky Gatekeepers in the tem World. 


[rss gever soaked ent 
Peychologist_|so which one's the zoal one 1 7 

[roer cheek wi look tee vel appler. 
Huh? 1 thought 1 saw your arm vetcht 
[porren gou eo hee en 
ped ke cows for some reason 


itvens 


(Cover your opponent in bries 


1 won't stop punching until vou Tay me ie 
ee A renee von have common Waer? 
Manager [caers wong with short skippy step. 


| ant want ie to come to tis, son 


That's not « weapon 
[ade ele von to be war 


‘Dietiian 


[pe Ies bare hands. Bere. Hands! 

|Send grandma to paradise 

ate tie most out of « hand 

Coach [Throw Ni Su 

[A tiek, Fastor then the weed of sound. 

Now In te time for « full Torce stack! if 

[root at zy hande What do” you tink? 
Vers … intense. 

Despite is mans, WS a perma weapon 

JPanch, slap, sye poke combo. 

Fre ist to move loser! 

[come on, I'm gonna KI you 

[oor 1 don't eve the courage to touch 

Alchemist __ [Don’t touch me with your dirty tands 

he ho ond of "melde Js sen 

wanna ter dring once? 


even faster. 


Í Dga Gr 
Tree Vaar 
Mh Fit EN 
Einde Pen 
Fati Pin 
Goderie | 
rar real ER 
Vier En 
Corno En 
SWORDS Ark 
Toy ads 0 : NEE 
| En E ENEN 
Î EN En El |oo 
En EN je 
| el E E E [ef a 
Pain E _ 
| EC Es E NCN NC 
Drnge Blade En je 
En 0 no E je | ao 
EEn El je 
| Klas Ban |U El IE KN EE: 
| aat Sor El _ 
En EE ve El NEN NE: 
Tern Hi En ENE 
Nate [oe Ei CIE vo |oo 
Chupien Sword En Te 
naer _[ EI || 
| Nii Cri EN ONES 
\ Drees sword | EN E En vj of zo 
Eper Saar El En Te 
EEN En NEN ENE: 
Young Bes KES wo ENE 
Treaty Sword | EE EN || som 
Marson Swerd EE EKE _ 
MeyBige [2 zo | 7 EN NEEN AC 
Tresoar En En je 
ENE E | | vo 
e Cota Sword ENE En En EN 
patuentaer —| | 10 EKE tj | zo 
Tea Hache To _e 
Lauer ide | ONES En || on 
Deenen mj jer me ONE: 
EE zoo [ver EI NEN KE 
Denon Sword EE EN Te 
Darccatrar [as | 120 | v2o [rra van | vo | vo | | ven 1_|_e | zooo, 
Vann En En MKE 
EEn EEE sj | seo 
Sani Sword of [eee NED 
Vosse [a | tao| [ao 0 CANE 1_|_vo | sooooma 
El Ser EEE El EE NE EK 


Squeeze yon prec Hee 


[rae fist of Sumbe, trom Rustia 


[root be carel af where vont macho ooros 


le won't realy explode thouh 


Broker 


[counting to 10 is a waste of your breath. 


Bust open « hole in someone's heart, Risk Taler 


Tao legendary Hist. No complaints accepted. 


[re B Bet eo Ae war 


vou might find ons Wyns around. 


Loved by trash mor So sad. 


JA sword wits Hele presence 


Profession 


ke the hest of swords and axen 


For people who ke crooied things 


[preas wikt haschet here Goode 


pre bees, ava, LT mes 


[Don't peïst this ar your sister 


ot realy sword, bet don't wor 


Cosch_— [Fruiy a Indy's woopen 
Sent [ete ae Keen 
[Naw you can always commi suieie. 
[ror the cinaont shane & man van Wen 
Cosch [Nin zin, zin, ain! … Yar. 
Disco [Omar an ke wp to fe ans 
At least it cam out up kon. 
Professional _ [You wil have insomnia. Them tie rule 


Battle and dance ae the same time. 


eng doesn’ make von An peren 


[Assassinate at super speed. 


ite Is beter this way: 


Wa aat et yon «dane we Ma 


Tuor 


[Made in secrecy ar zieht. For no good ren 


schamen, and anery. Remember he 


|Dosisnod to be adtiting 


A meerd win oa paer 


[water wit run from your eyes 


race an enemy”s ie with you, to 80. 


Master 


Requires 4 AAA batieries (not included] 


EE 


[vou won't even notbe you're dead 


JA cheer of Tove to working dede 


“Tutor 


A sword Tor the evil messlah 


Profession 


ar her ha. Lous be amo, there we 


[Did vou say "Fonting” or “grumiag' 2 


Mater 


Essers aad Geuns are not the same 


Hoeven knows, Eart knows, Maniacs know. 


Deze spent on tin game: Priesles 


ml SPEARS Ark Have an attack range of 2 which prevents most counterattacks. 


Ds EEE IE EEN NC 

Á Sotind Spear EE EN 

5 En EI 7 ENE 
ria 7 el EN KEN KC 

en Croute ENT EKD 
EN! EKD Ei EN KE 

| en CKD ENKD 
a | Bachten [0 ES 2 [re |_ remo 

S psa ze TIE TE EMED 
3 | Berten EI EES EN 2 |is| zom 

dl ores Spar EN ENE: 
| Gespen | EKE EN KEN EE 

| a CNN EKD El ENE 
Sl Soar [15 EKD Cl EKE 

| Dua ENE ENE 
waarvan zemen 

| Endor Ei Tjee 
Orc Ghieo |oo} [as] 7 zj) ze 

| Stam Bene a | [ee En ze 
Gama spor [ar [vo] |t | an eenen 

£ Metear Spear EEN KE 1 2 [is 
sein [a an | ne ENE a || em 

En ma [as ENE 
Gra Ke [eef | 20 | em 0 ENE Cl 

| Demo Sper EK | END 
Valge tom [| _ | [or | ee EN KEN: 

Ademt Spr mf _ jer] EKD 
det El os [or zo| | 0 EN KE 

Tas Son ECE RENK 
Stroink ze oee 

rami me EKD 
Gani ENKEL 

Pais EEK ENE 
En EN EKE 

Tames EEE ENE 
DE EN see | | semen 

Bean etn En END 
Dr Eaperar ao [ zoo von EKE 

Fre Paar EEE KN EN ENE 


Z(BOWS (Ark + HIT) 2 siontiy weaker than other weapons, but have a range of 


Hand Made Boe [1 4 « <jej w 
Wonden Dow o 7 ENE 
Corten Boe | ENE 1 NEN KC: 
Lane Bow 1e AKG NES 
Conpoite Bor [efo ze E CN EN EC: 
EEn En ENE ENE] 
Torbe 7 El EN «|| so 
Ness Bow El ENE NE: 


specialises 


Also have useful skills for when you're surrounded and they increase DEF. 


Actua made at cardio. 
he typen] kem held by gatwkeopore 
|A croscent shaped spoar. Not stroma: 
A manterpieoe ty a serious 
Physctan__ |stand, fellow farmers! 
eres oe vakke, voe 
aio to plerce trougk 2 people at once; 
Prarmachse_|Poliaed and pend Jor «sek ane 
he 1ady at the weaponshop kes ie 
[Good tor hunting beasts. Wip? 14 voorst 
so peasant will ever be atie to handle 
Dieuician [ro ent or be enten The law of he jende 
and eco ilendly 
[The classie wesen! … Of choles7 
scary, dangerous, and possibly curso. 
EN 
Even the whules are vurprised! Woe 
caprse proy Hee an vee 
Amnostuc [Barbarie but useful by nature, 
he veerle model Ie doesn't look He 
[Not sharp, but wil sab. Ouch 
prensa hin ko to bel 
Achoris _ [one sting wil hurt, two might feel good 
eeored be 1 legendas Damen Leed 
Bresktast sandwiches not Inchuded. 
Master [A speur charmed by «demon. 
[ese let te al got 
ay sean someone weth something so hard” 
eptune's triple edged spaar 
Sochl Worker [Danger Even an moe walt Ar 
[ey tro! Don't say th 
anows you te go miek nack and patij whacle 
Spin it large, and keep spinning 
Cryopnile__ [found + milon years ago Im the atie 
stade rom the second-hand of God's clock. 
A spaar loved by some Overlord ont ere 
Physiclan__ |A mysterious spoar tat will never brenk 
nis plaams le stabilaed in space 
hat's a deit? 
[rour emotions wil zow Hy Hen! 
4 and status-inflicting skills. Enemies killed by bows turn into treasure chests. 
A stmmer project 
Please bum Ie IE you don't like ie 
mn running ges, optional 
rou tink ke has Tone ranke? Tok wal! 
Guadiator _ |rimaly compete with 21 ingredients 
[he forest fairies geve Ht to me. Realy: 
se it seams oven tors car HI now 
Everyone wil hised. And shat”s aa beans: 


nn [DP E E NE: 
ern Bor END ENE EED 
Ster bon [1 rl 0 ee CED 
dom Hei ENES El ENE 
tage's Dor |t oe ENE ENE 
eld Bor EEE En ENE 
atonter [ief _| | EEN ENE 
Faa Wilee En E ENE: 
EN ENEN KC En EED 
Wer Tes Ba CKC re CNE 
woar [a EE EDE ENE 
Mage Ker ze EK EN EN KE 
Exorcist Bow NE El EE CNE: 
En EN ERE CNE 
ENE ED ED ENE 
Veni Bor EN CH EC ENE 
amor af jeff jeje ENE 
spot En EEn ENE 
mette [1 En EN CNN EE 
Tr roes EK En CED 
EN EN CHE ej | EED 
ais Ba CKD zo [re ENE 
aud Cmar [a En En ONE 
Gurt Bor mm oen EAK ENE 
CT EC E me 
Anca Bor ENEN CN KEN KE ENC EE ENE 
DENK En En NCN 
aar St EN EEEN ENE 
omatoe [ar [offf jef [mfl Jel | 
le Haer EEEN EES ONE 
over Cui | am [10 | an | san EEEN CN NC EE 
elen no | zoe [azo van [oe | ano [ramo ame ee | 
GGUNS (HIT + SPD) / 2 Most have a range of 5 but cant fire diagonally. 
Greet Soeter_[D OE mm 
aard Gan En Te 
ol or 1 7 ee DN ED 
EEN DD DRK 
st Kier [5 ENE EN EKD 
ein Blader e ENEN je 
epi Gan [7 D ENE: [eo 
Taen 5 B EN pe 
me |t ee ee 
EEn aje ENE ee 
EFTETNN ED ENA ONK 
Dey Hit El ERE ENE 
EEN 0 NE | oe [ae | CKD 
Laser Fie ENE ENEN 
Dicarer [5 [er | en [je 
io Tamoroe D EKD ze 
ECN CE NE EN KE CED 
Gade E ae | ee ONE 
Far Gur [ EEK ee 
Faron Gan ENE EEn oee 


Professional _ [only tor was ar night Sor, mome: 


to avon amather encors? 


[ie for gaïvanie electriekty to Tow. Eek! 


Hypnotist [Date momo wil never conse 


[Their second favorite weapon? A roundhouse kiek 


[wor two zavchecks, or somethine 


Alchemist __ [convenient for making soup beth 


[Carved trom « thowand year ol wilow. 


Oosten stoer. It can't be helped. 


von can stoot, but von don't he 


wi the iest vochnology metal frame 


Armestac _[Cnendine complaints from all mad veer 


gets zid of ghosts, and keops good fortune 


Hypnos _ [Eee mer We Ie bei ee, 


Ii chase the bad guvs forever 


eta glow wien moordt 


[Fa of socrsts of the ancient chilraton. 


Acronaut [Casse a termado even me yon hoet 


The bow leit behind Wy an angel that day. 


[At loost the mame voorde slogan” 


rnero has to be botser ingredients! 


Socht Worker |A al bow tar Hs vor Heer ne 


shaped ike « cloud. I's not covan candy. 


[Randomiy formed à bow shops over the years 


Mamsger |A bow that oan cleane » vinmer's zen 


[Lovea tor 


eaten year 


A weird bow that glows weirdiy ie the dark 


[Setucen its wieler Into a craze- Oh, no 
JA bow ss leht se clouds, made ty a wise man 
Firetghrer__ [made Fom various Knie or dragen. 


Beware of shooting et he same gender 


ve, as's briet: 


‘Their special attacks reduce enemy SPD. 


A very old designer's gun. Sepia colored. 


[Narma's always the best 


Peychologist [You won't be abi to ey or lanen now. 


rara Kennen am together 


Sound doer change. Wat the hel? 


[shoots wits a loud sound other tin « bang: 


Coach [Al the mode stars use “em. 


ew te Hekening of desta HET 


[A zero gun that doesnt use gunpowder. 


Profeistenal [Go ahead, make my day 


river are so passe nowadays. 


sad, Es ot the Hg mer 


Everyone should just. … tum to adt 


Broker |T dent loor forward to tomorrow, ether 


it's been moe quite a few times, master, 


passed down tor gecerstions in He maf 


Alchemist [Your #bans+ ie prouy bang bangt hih7 


[ir yoo”re Tenking lor 4 wespen, here's on 


Mi u RENEE) 
Nine El EET 7 
Fametroner [en ee EEE 
and ENEN 
EEN El EE wr | an 
EE EEA 
Bet Emer [A CI [aan 

Ne Teer ENEN 7 
Drasoa's Gu [a] | EI ENEN 

RG 1 CC 
aas [a|n ENE EN 
EL ze [er [ren [7 
Lienne Bart [ae] | 00 CE 
ad oor En zo | oan 
EEN El ENC oo [eas] voe] 120 
Neko ao [00 ENE 
Ds se actine | | 20 El 1 
Parteon CAE EE = 
Megidde Cannon so | soo | coo 200 
neme 


ÉAXES Ark Have the highest ATK and 


Trek Ams u D El EE: 
Dispostis Aas 15 El INE: 
Na Bar 2e El Ei ONE 
Hamer ENE El ENE: 
Bee 5 El El ONE: 
Gaas An En ENIG EE NE: 
onhe 7 EI ze [2 ONES 
Gelden BAL ENE ET NE 
Prinse Aar [ofte IE EK ONE 
En var | e En ENE 
EEN KE 1e EEN je 
Tomsk ENE EI ONES 
EN EE En EEN je 
Sart. ENEN En E Te 
Mens Aas | En Ei ONE: 
Hea Aa C ENE El ONE 
Mesto Grvte | ENEN En wo ONE 
Deman Smacber En EN En ONES 
EEEN EN ECN ENE En ONE 
Gano ENE EE ENE: 
Asotansse Jarno} jee EI E OE 
Dichte Ane EKC NE: 
Moig Sur [an | van En ONES 
Noren Axe me EN INE: 
Spine Arte — [ze | 0 E INE: 
Metal Bachar EH El Te 
Wagt Ege |A ED 100 el je 
Drearer Ae ED INE: 
‘Come Fall EES maz| 100 ONE: 
Aar Despar EE EEEN ENE 
Lunar Ae En ven rean wo OE 
Death Scythe zoo Tisza | 1ao NE 


140000 


Every time yo start, 1 sigh. 


[can C shont? I won't walt lor an anawer 


Fretigkear 


von there! No toming ante! 


[Usostle as a gmvestone afer the berte 


Manager 


[A cum with à daring doelen. 


A coal gun Was tat help? 


Te gun is miehter than te sword._Indeod. 


[snencer Inctuded Sue Tor wao at melt 


Professional 


it won't betray your dreams for sure 


powerad by tieke dow oconemies! 


|Possossion of the legendary space pirate: 


ige a wel make use of 


waat! ? You've 


ard of this gun? 


Pharmacht 


fade tor zaltiers wi became tree 


Dan't be embarraased to call ie out, 


[Perfect for she motie Tedie 


Marksman 


God's etratng, mate by man, 


A dangerous power gu 


Even hen Is lukewarm to tis gun 


posts, sin, He! 


skills reduce the target's DEF. 


oe dere vet Bok me pen we! 


Professional [Way beck, at the wmck… and is gone! 
Dietieian le has a periect wrip and everything. 
A uetquets shaped tribal wee. 
Dienen [smets He bed moe Ue, pe bed on 
[Drop it ie the pond to rocelve « bonus 
Broker [Ooh niee bal 
An sxe zwang by «hero lont ago. 
[ke ester, mo leve, with py Fer Ben 
Aichemis [Excuse me, can 1 gat 4 more orders of ribs? 
dake sure shere's zo one around when vins: 
Gindinter [More powerful than » steem powered del 
become sena win ven! 
Dietician _ |Welcome, to the ward of men. 
so heavy, you ere! 
ant ie bemstfl …? Ies a bell 
Sant [De vee 
rruy an outsider 
Professional [An ane enveloped In a slnner"e hatred. 
it's ot good having pent up stress, sir 
ssvansd Fom en Wedert dn 
Distician [Ever count tho spikes around à star 


Traled in Se har winters of the north 


The triple blades ware «clean shave 


[roe weapon & + shan bunt object, ir seems 


Lient es « feather? That's urban legend! 


Poychologist 


Den”: underestimate a dreamer 


Captain, you must take tis ball with yon. 


nt be peet, peper ME 


Master 


[The moon can meke «person eraay, ey say: 


Actua, 15 cutting wi te wrom side: 


Bila — Tas] zo| 
‘Malan Battery ED 
Heures Flower [35 | 300 
Diaboi Aan 40 
Moonctia [ar | mo} 0 
En 00 
Apocaypoe [ao [voo | zo 
Grad Mater zoo | zoo 


Tiz Sar 1 5 5 0 
Banse Sta 7 Te 7 
GlaerRod E D 0 1 
Masi Wand E El il 7 
Jerer Wand E efo El 1 
Oase El E 7 
EREN 7 ENENE) D 
ET 0 El 7 7 
Pils Wand 9 El Do en 
Tan Hap Sur En CNKD 7 
Her Ward | js no, 7 
Roms Sa | EN o 7 
Medion sar [ie en En me 1 
Bains Rod E El 1 7 
piens [10 E En D 1 
Junge Ward CN EN ECE | 
Pasar [u En En 2 
Eel Wend EN En E 7 
‘Sort Suf 1e En ENE: 7 
CeentalRod [at | En EE | 
Emel SE E EKE EN 7 
Veris Ward. NEN En 1 
Sun Sa ® En En zo T 
Alchemy Sar [35 En En CI 1 
Dinond Sar | EENES 10 7 
Pantser Wand [27 CHE EEKE En el 
Ocvaa Mamers EE EE CI 7 
Fay Rod El CHE El 2 
Orheus oa | | no En En "| 
Nigktmars Wand EE zoa | eo 0 7 
Orel ser — [ | vo sma | voo | use us 1 
Derk Feral zoo | eo KE 7 
Muiden star — | zoa En En 0 
Moonlige Su” zoo [mo 10 EE 7 
artisan EZ 120 EE | 
troel Sa CEE EENES NEK 
OnriscareRod__|_a0 | mo | zoo | seao | seo [roe] soo | voo | soo EE 
Key often wo [200 | sooo | soo |reooo) ooo | 140 | 100 ej 


A gansta we Ab was Hat a dean 7 


En 


[Do not be afrsld to lose 


Meaning unkown, but ewesomely crazy: 


present yon wit teus Tear end despair 


Wiek Doctor 


Love, courge, and power quïetiy rest here 


[so powerful it rags vou forward. 


This word Is over! Yey! Yoy! 


[Dia zou know? Ie cruster the rivers 


Description 


Honest, is just a piece of wood. 


A enn Hen ler "Een Ma” HET bek 


Recycled from glass Cole bottles, 


[rhero's mo trike here 


Ganester 


[Sure to become the clm cloen zow. 


strangely comtoratie ze te touch 


A vomvanie from a bench honen 


re looks pretey, but Ws Just glass 


A gif rom the Hower files … ? 


Piychologist 


[atse vue ipsmumen. Jom the bend! 


Even an ol Jaäy can feel young aaain 


[mseitie words are cerved._How pointless 


Master 


rm zot sleeping, Vm medina. 


or tas up core and mese magician 


[waiszer, pray, chant, wish! … Nothing. 


Alchemist 


[Mado om tho rat branch 1 cut down 


|Someme._plenan vern me back. dood. 


[Am er spel Ie cast on this wand. 


EE 


|I veh 1 could use magie 


EEE 


rhere's a stone hat’ make you Host 


Groen u nd color te 


[Even the goddess loves tis wand 


[von can zun batte any me, any were 


Sentry [Made wits « special meel. Very lieht 
re epos to become a Ts best fend. 
think. I'm seeing things latei 

Pyychatogist _ [Lister closely. You can hear ther ocean 


Made or our bigger friends. 


IE pon se tred of bring, here von ke. 


Tur 


Even the demons of hell love this tune: 


pna ante meo IE veur een 


| ser erandpe In my dream. 


Master 


rote, edess shal AI Di arn 


pon’: touch me with your dirty hands 


JA gif from the moon vince 


ypres 


The door to vuur dreams open zow 


run war bom tom lies So was ev 


Momma! Look, now I'm: God! 


[vou van soe the other world Trom here 


We SPECIAL rrese weapons have unique effects. 


lan EE EEE 
eel Tanala D EN 
Gn pna [| 
EÁ En CE me 
Dr vann sj Jeje 
An ‘akndPoat EES El El 
| EN inie 
| Lolligop Candy KE 100 
| Puysit [af jen an 
zl Poppy Pa Sik En EE EEN 
| En IE EN 
| Tel nr EE En 
and Deck Brush ta | so | so EN so | 120 
| age Hand ue EME 
Ù Sin ENE: eso | 450 
Tenba En me 
EFO El EEC mo 
PF ENNE z 
| Uatrls El an 
Prim EN NEE ED 
| MONSTER PHYSICAL Ark meiee monsters ike Woo 
| Carnac Tt D E 
Pli Bane E e 
este [a El aalze 
| Cras Claw ENE] 12 
| Damien Tm ee T 
|| Her Nandi ED CE 
sper Be |T NKO El 
EE » El 
EN EN EN NC EN 
oane ENE 
EE EN ENE 
Bari oe e 0 
Fore OE 7 D 
ten ENE 0 0 
Y rame Juf je jz n D 
B. EE ED ERK z 
ë Phantom Hand Ka es |2s0 ne 1 
Mti Horn ED ae n 
Terug ED ve 0 
Pens Ha EI EKD 7 
aimer CAK ue 0 
EE ED En 7 
rte Nack [er NED u 
Org Pane ED ED 7 
Daar en El on 
Md Pre EE El 7 
Dukas EN MN ECE 1 
Chien DA El 0 
Daman Er ve CNE D 


See the specialist list on p. 40 for details. 


Kinder Gardener |(Bow); Fl your mind with flowers 


Berry Pieter _[(Bow): Dance vieoroly zo the vante chsh 


Secret Triner |(Bow): Protoin is good 


Hop Stap Cheer [(Bow)- March around tie world, forever 


High Spirter _[(Bow): That's pretiy deep. Think about It 


Ghumar — [case)- Loedea warn son ervan and bacon Hit 


Punisher [(Axe): You might be atie to squash a but 


Sweet Terptar |(Axe)- Saooooooo zwescoseesvonsest 


Mans Roter |(Axe): A mystery kem from another dimension 


Cat Burgac _ |(Ane)- So eure and valt, 1 make vou happy 


Al Digger (Spear): Dig yourself à hoe zo hide in 


Trash Talker [Spear Plange it, Gaat ie, look out below? 


(Spear): An ancient treusure of the Seniors 


(Spoar) losse road tanmuctions eef 


(Spear): Caution, stppery wien wet 


Town Crier__[Gword): Coach 1 can st do 


Sun Bather _|(Sword): Save the seeds Tor my hamster: 


EE EE 


Mativatar__ [(Sword): Perioct tor golf swing practice 


Medium: Rare _[(Gword]: We al dreamed of It when we wers Hin 


benefit the most from physical monster weapons. 


Mam” “Translations (DM vou al 


Professional _ [Some sort of animal bone. Preuy hard 


ies more painful then you think 


Sentry [Afar al 15 jat end 
re strerch about. oh, that Tar 
Meer [Daer colored sletten waren taan, wanpondh. 
Sentry __ Step on one and yo lose your mind. 
ee cute looks cen be deceg at timen 
Coach [Bite trough the stalost, hardest crackers over 
ee Eads er a oe Eee 


Coffee Miker |A voice that is out af this worlà 


Twice the spin maker it oven mare powerful 


tony ie was related to 4 pineapoie 


keep away from gis in shirt 


Benurifar and hoes, 


Master [lts touch cen be very chiling. 


vor soe Diusions when youre tabbed by this 


A yelow and back ecstasy. Wait, orange 
Coach [one or wil zend von Hyine off Into mate 
|t makes you feel zo proud, 1 know. 


ie wal 


Wey better 


rin of a thoee imects vou saved. 


Medicine Man_|Sounds ke your Ue just got shorter 


von cant Ie of yon pan Leer 


|socretiy, it gives UV prosectien, too: 


Asen to the mutant powers | 


Hypnotit __ [snore, sleep talk, grind teeth, gower up. 


Traa Fin En maer 


Mammoth Tuik | an 190 
Proaris Wing ran 
Fox Ta El zoo | va 
Furio Scale En 100 
Der Mau [3e 400 | 172 
naai Eye ENE 
Dragon's Anger [on | En 
Venbarie Rin zoo | 200 
‘Satan's Motor wo | soo | asoo 


aal Body vo | zoo [zee 


MONSTER MAGI 


GatinDiay TD 


En 15 


Fay Poems El El 
Grain Ster | El El 

Sostan Diet En En 

nos Canoar |T 1 El : 
Ore Tates E El El 0 
Gnome Ererpien | o u EI TE 0 
Many Par oe [en 7 
Merit Log |W mof ju El 1 
EEEN El a [ae D 
Banners [ief || EN ND 
Eri Dieten El oe mi T 
Gelens [15 ae | | vr Dn 
Unna Nor ENE NE 1 
EN En EEK el 
Ops Cin E ENEN 1 
ETEN KC CN EN NE El |: 
Bali EEEN Tt 
Minor bore [afro | oes | eo | aen n 
iden Pale CNE NE El r 
Gen Tilt [| a En E el 
EET En EN 
NE ENE or 
yr Joa ECN NE NK E 
NE fen aj _ jer 
ant Treat EE ED 
ETEN El KN EC EN KE 0 
AaB Ca CN NE 
Vaan tamn —Jar [vof we | voo [se | : 
EEEN EC NK EC EC 7 
Deanaset [eo | vee [rise ae [se eo n 
Fur Mys EEN NK EC rj 
EEEN EE NC KC B 
Aras Waes NEE CHE B 
NE EE EC EE D 
Pan Sep EEE 
paart Tees | EEE NK 
Baan Na ECE KN 


[For those wo ee Hits, is perfect 


von ke elephants mare shan girafes, T heard 


Frefihzer 


[catch everyone's attention down the red carpet 


|paaar, 1 feel an ovl power: 


e's very wemive, Ploaes be gentle 


[No one can be told what the Devil Matrik is. 


Gangter 


suggest yen hide it with an eye patch. 


Gawd, you plas me off 30 much. 


rear wer ee Ra we weed. 


is ke, same devil's symbol or something 


Free voer el We weren orgaan. 


casters such as Ghosts. 


specialists 


Description 


A vulgar geoip tiagsalne for monster 


[Ema every secret to te Ie of à kool 


rue mein character diee om the nst page 


Hypnose __ [Yowl Hal uleep wie you're reading 
[Useful for tickstor edvcation 
omi 10 pare Ione? 1 dement a nt 
Master |Soe, right here? Doesn't it look ke a face? 
Cnargo forward “Tmat's aL 
"Tutor [Made im « crossword passie former 
Be carota Ke eas. 
Cryophiie [She was there She was my. my… | 
A pierre book shour «kind monster 
Flrefigheer _ Smells « Ile bumt after « lere haste 
Red arten mk the dy wer 
Sentey |A goten bag can melt anything 
Cryophile__ [For Wiese who want to om. 
Secrets to srtifical Ue in noted here, 
[Wasre da bad boys at? 
Gangster |L found tis under my son’s bed. 
Aichermist__ [Tums you to wone the moment yon road IE 509 
And that's how the story goes. 
se ea, KU we on poet en uden 
Couch |A piece war discovered in the desort zegden 
Pasir record, top charis millan veler 
JA ctose—up report on unidentified Dying beings 
Manager _ [Todey, we Iet Hyde back into te wild 
|Anotner page of « varpie's history. 
stops to his destinatdon. Are you KAdmE? 
Tutor [Your IQ Is 200 If you pas Lame, but amaring 
vou wort ind omyshing diy her 
[so cruci, tat 15 rated Adult Oni. 
rmere aat mh te te enten of bel 
Broker _ [A bored demon decided to write something. 
rme pago ee Hoen Soete 
[so Atrans raaliy existed? Cool 
Professional [Thate's probably no end to Ie 


vou can become & dragon’s friend, too! 


[an sensis boek sat wl Bate dsten. 


Every ovl pot ie wetten in tis book 


vou cam asin wetmate power witk ti 


n 
IB ARMOR acro: increases Der and sometimes HP and RES too. 


el EK 
CEN ENE n 
EE sj : 
Joe En re 
Ï boem [2 aje 
v ä Enpensive Apcon n LJ 
Cmt [| ej jee 
EEE ED me E 
| nt | e EI 
me 0 me: 
EEEN NE CI mc 
Î vrm a En 
EE CIE ir 
| Ee CNE 
H Smelly Jochat jas jas ue 
| a ine ie En 
| EN CE NE 
| ii « 
| CT CIE 
EEn 
EN IN EE 
| Prom Ca E 
| EEE 
Daite E 
ein jee 
/ Dalmyo Armoe C E] 
| EE 
atie el 
k Dragen Mad ERK 
CE EE 
ET 
TEN EI CC 
EN 
EEN EEE 
EE EI CA CA 
S EN 


SBELTS aen increase your ATK, but a Trapezohedron is even better 
For El s 
arn Be D 
Eng Ban El 
Pai Be ED 
CT ne 
see En 
ree bt El 
Bek De El 
ema | us 
oen bet En 


Ke a 


Sent [Aa se We Hoe ven Wee ten, 
[The cloth only covers the front 
Coffee Mater _ [Gent maart vou scalp Fom deer volke 
remember to write your name on them. 
Master [appreciate He In every war pont 


can withstand a certain degroe of explosion. 


En 


Pioaso weer tom top of your cloten 


Marksman 


[vou can't take ir off, oven in the bath 


give you the blandest oui walahe 


Sent 


|A round shield. Wy not? 


Ciotnse anw deeornions. You just den's get 


Master 


a seriously tghtweleht vest 


Cropnie 


rme chest piece tat we all dream of 


vou, damn you Why de 1 smel) good 


[Begin bete with 4 spanlda” 


body 


|soskad in the passion of men, 


Gangster 


hat's too tar! Thet ande ke jut milan! 


As lons as you don't crush any M's dream. 


Aeronast 


eol! You wil never understand this greater 


Don't wory! Ie ost normal armor 


Sem 


charge forward! Show your pride a sochl workers 


te just sounds strong aready. 


[ende mmole He mot bali 


Santy 


Parry an atsack from dekt to laf 


ener, women: Hauer, and à Dandy Gom 


vou can fect tme difference im security: 


[Presse wear tis on yo: 


Joumey mio the city. 


Sent 


Because... This, ie, m 


Spurt 


oer al Hyped op Hor ze venen 


Firetiner 


stade rom « dragon’s personal leters 


mira wi happen In she mame of miracle 


roo hard. 1 weed to think so too 


Come up nest. an al naw epiende of Hero Te 


Sentry 


[prease think about defense once in a while. 


[ror Isties._Bat mat anomt marter Here 


A part of your body wil become super hard 


ers returned with en vogrnded amel 


reel the pleasure in ks metallic body 


Protect zy 


Tighren fe to get u sticht power too 


[E oei offert made op for Jack of talen 


meh cis, infinite pash—ups become « reali | 


ore powerful 


n 100.00, 1,000 gorie! 


[vou raaïy crank my engine 


came oet Bang kon) Lets de ETT 


vervone wil love your shiny bet 


ony true master Is allowed wo west thi. 


eel as strong as «hero. 


re oon tor a galactie berte! 


BISHOES roes are aczigned to increase your movement and jump ability. 


kN Sipper El o ‚Je 
Erres D Te 
a Tt [tt El oe 
> Falcon Shoes El EG 
uw aar sr [0 a Le 
=d ‘Winged Boots 140 KS 
' restte ED Le enor 
Dii ED EEG 
| are veni | ES NE ennn 
EN En ze IE 
u 
5 B _ @ORBS ots increase sp and Res, and are more useful this time around due to 
TE 5 0 
Poco of E E 
ii Dark Ors u eo E 
EEEN mn 
ECE NEC Dn 
Lamu Of En En 
monion [ef | EC 
| Hay On En 
ECN El NC EE 
Ute Of El En 
£/GLASSES rou need HIT, the Providence cant be beaten. 
| ls EI ; ie 
Boas 0 E 
er On | EI D 
istie an REG 
Open Oss [ie ENNE 
ETE: En 
Fori aje 
Dylan | EC romon 
Frida ENE 
“ ®MUSCLES mese increase your HP maläng them good for riny bombs. 
EN ENE 
afs Mud E 
sia | [ar 
richie EI 
ETEN ENE 
Vlug Msc En 
bra isde [ar [en 
EN moe 
rde || me rou 
oom En 


and fezsy. Don't weer these wf 


[van neip you get an A in 9m Caen 


Sneak up and snap some necks, 


mee ween do falcon: waar shoes 


Feels as U you're wearing nothing at all 


| cen zo anywhere, anytime! 


[They smell divine. Don't ask how I kmow 


[ree 


Approach the spend of lekt Bu, wir wen? 


Propeller): My le wil oniy geïn speed. 


so late, te reen ie you're weurink zotine! 


the increased SP cost for skills. 


perect for those wek mais hotes. 


Fermed trom estracted dark enersy 


Dragon Hood is weed in everrihing those days 


Fashioned {rom « heavenly body: 


Power Actuatoren of Ee moon 


passed down trough the Overlord ancesty. 


[znises zo protect the sanctity of Ke waer. 


Desires only ansrchy and galsctie meldown. 


Were it pou oet enoma Se 


Eet you veren enytine Fom far a: 


vou look smart, but girls wont iss you 


rays oh ar peren 


see tme play without suffering tbe music 


[ooo for tto nignt walke In the woods. 


perfect sccessory for any bow or gun 


[reps yon plan head 


May revenl the meaning of We. Or not 


ser GPS—Godiy Positioning System 


[aa a te ele to oer te 


ooms ane Wen pact 


[nanos von wanne get soway and pick fak. 


ranforms you into à beefy pro wrestl 


Eat veter win vo glenn Weeps! 


pant musches oven wie yon sleep! 


[wancorme zo te wide wond of weigheifing | 


wieid muscles worthy of any action flick. 


[We sre moved to tears by the vas of Ie 


gen 


CA BP WEIGHTS rnese reauce your HP to 26% of ts normal total. Use these to 


ï NT El El 
p Spel Wal El 
en \ Hwa |E El | eo 
E FPorer Wel 7 TE 
Sont Vl [ie TE En 
1 Vit TE TE 
en EIT E En zn 
edwi ze 
TEE El | om 
2 | Maine Wait 
5 | À TREASURE specia sturr rom special places. 


Î Sui 0 En EE zoo oj 
EEEN En 7 7 
Selen Stor | 40 | 150 En soo 10 10, 

Í Chicken Hat El 100 En Iz 
Durk Hitory | 0 [emo | zoo zoo En EEK 
Priaay Sit 500 El En 
Maat Wars | ao amo | 00 | zooo | voo | 200 | ooo | sooo | 1oo ‘20000000 


| CEMBLEMS a r.apezonedron is your ultimate armor for almost every situation. 


wets _Tafafefelfefelejele oo 
en ae e jeje je 
peat jeje jsjafajafal a|n El 
Fate Tan ENEN KN EN ENE 
| seer [afielajafalajafe| En 
\ rrd on mmm 
Roran a | eo [10 | 10 | ve | 1e | oo | wo El 
Tast EEE EEE ES 
EEN EE EE EEE EEN stan 
Arad az [aa | aen | ven [roa [ven | ven [ve 
roman [an [oo [eo | ao | ea | aa | vn | ven | ° 
SFOOD weep some sp recovery tems gite 
- ABC G HE ' io 
Mt Garn El EI 
EN EKC EI El 
Goran Candy ED z 
EEN KE EI En 
Cacte Ei El 
Ehm [roo E on 
Em: En 7 
EEN EC 7 eco 
Sudan En D 
opanaà scan | E D D 
Tand Bada E 7 


Garlic Waer | En Ei zo 


activate some classes’ Evil 


Lowers HP ww 
[roeers HP co 25% we Inereans SP br Ee 
Lowers HP to 25% and increase SP by 25%. 
[Lowers HP to 25% umd increase SP by 25. 
|Lowers HP to 25% amd increase SP by 25%. 
[Lowers HP to 25% smd increase SP by 20% 
Lowers HP to 25% and incren 
rowers HP to 25% amd increase SP by 25%. 

Lowers HP to 25% amd increase SP by 25%. 

a sate oetiched tn Maglchange weapon sl 


nerense SP by 25 


Heat Secter [He's amake, Ioeide of me. 
[ruis roer warer meel Could Ie bet 7 
Fluifiier [Give that to me! Ie wil make me God. 

[re word Tata a apen oe yon Toren, 
Respor__ [There we some things you cannot ask about 


wout took oute on a young ge 


Unteash the eternal sys 


Pray fer vou snamya beed zo bel 


|Porked in te helish fes of fery hel 


[Send zi sround to call « demonie mesting- 
elst in applving Sophin's makeup 
vore Just paring Tor tbe mame, mal 
iss tno ring and show your allegiance 
Prepare this before you die. 

Grant vour oes an exodus from Wo, 
erovtdes author berend reproach 

know vour goometsy as well as mystic gens. 


Recovers HP_ Only 1 prev n 


Recovers HP. Doutje the pleumre, doute te an | 
seth 


Reccvers HP. Too much wil rot your 
recover HP. Found most at shady camiveln | 
Recovers HP. Do you start at the head or the t 
[Recovers HP. Thor say Kb an aptrodidlac. | 
Recovers HP. Too much may give you diabetes 


[recovers HP. Lely te induce « smgar coma 
Recovers HP. Not 

covers mice HP. Hor Fade cost ete 
Recovers SP. Highly unsanitar 
[Recover SP Shake viano beloon, | 
Recovers SP. Why would anyone drink this? 


p be confused with Shortroand. 


Getal BBQ Smxce [IS 120 3 
men) Bae Yolk El 5 
ETEN E: En E 

PO oee mer En EI 

Sale E mo E 
P_n Sen En 5 
el Dried worm |z| [14 o 
E7Y Caterilr Beg CNES El 
Charzed Now |e | 120 | El 

Î Chicken Blood EK El 
Snake Kiünsy | s| eo | vo EI 

Yammy Kimchoe 150 | 0 7 

R | Frog Sweat 1 [asoo | sao E 
Si mera PIL EKE 5 
5 | Soma an [vasoof 2250 E 
| EEn sooo soc 7 

| Vonzie Burger [ae zo | 10 El 
Feisy Doet Ei 

| Plas NE : 

| Ramen En B 


STUDENT COUNCIL use inese to infiuence the vote in your favor. 


Í NE El 100’ 
Gold Har 5 

Î En 0 2 E 
Medicine’ E 

Hard Liquor 5 sl e= | El EI 
ï Chloroform 2 


| GBATTLE ITEMS wvoen ou nec a tie boost in battie, pop one of these. 


Mans Potion |E] 10 1 En 
Mans Potion IL me z 
Mans Potion IL | 14 | 0 2 denon 
Mara Potion IV En 2 
Mans Potion v_ [ze | 0 El 100000 
EXP Potion 1 E En 
EXP Potion |+ | seo 2 En 
EXP Poros U 740 Ei 
Dn EXP porien Iv | 20 | ono El 0 
EXP Potion V EE z 
Stamina Save [of 2 E Cl 
Spit Salve E E 
Straat Save |t 5 E El 
Endurance Salve 7 z 
Mind Salve |t 7 2 C 
Aal Salve H 2 
Finerse Salve [0 5 2 0 
Tolerance Saive 7 E 
Stamina Remedy [ief so E En 
Spic Remedy El E 
Streng Remedy | te D 7 1 
Endurance Remedy 0 z 


Recover 


SP, Slather it over your ribs. 


Recover: SP Denk ai before ocvarne be ee 
ecovera SP. Buld strong bones and muscles. 
ecovers SP. The better stier « few drinks! 
ecovers SP, A istie sip goos a lang wa. 
recover micha SP. May case Halehatons 
ecovers HP/SP. Like beef Jerky, but horid 
recovers HPZSP_ Not to be taken oral 
Recovers HP/SP. It didn't get better. 

recovers HP/SP_ For vampiner with onnacienee 
ecovers HP/SP. Do snikes even have kidnoys 
ecovers HP/SP. But wty kinchoe? 
Resovers HP/SP. Collcted {rom pro Froggers 
recover HPZSP. The pb inmordl, not yon 
ecovers HP/SP._ Drink of the Eastern gode 
recovers mucho HP/SP- Cures uy bare wound. 


A versloburzer ie NOT u hamborger | 


ores wlan 


Hel dte. 


recover HP_ Hun and plnekppl, 


[recovers HP. Good choice for colege students. 


For Homer 


For sweet —toorhed Char Rep: 


For Homeroo, 


Ie thin a tebe? Of coune! 


er Homeroom. No sleeping! 
ror Homerocm. Sober up! 
For Homeroom. Drink! Drink! Drink! 


ror Horneroem. 


Mommt sld oat yen ont! 


battle to 


7 battle to 


gain mann. 


battle zo 


battle to 


gain mana 


battle to 


geïn EXP. 


battle 


bate 


bare 


bard 


battle 


battle 


used ie 


battle 


set ie 


vate 


sed in 


battle 


Used te 


bats 


sed in 


battle 


EE 


bate 


sed in 


bate 


set ie 


bate 


used ie 


battle 


EE 


EE 


Mind Remedy [IG 0 7 
Agüity Remedy 1 El 

4 Fosse Remoiy | 16 10, E 
MP reternce Remoiy 1 7 
En. Stamina Serum | 2e | 100 2 
lm) Spirit Serum Tao El 
pt Serm | 2 El E 

: Endurance Serum El E 
En Mind Serum | E E 
' Aalliy Serum El EI 
Fines El E 

Tolerans El z 


HANDS stand venind your enemy and use one ofthese to steal tems. 


Pander Hand 


ChaChins 
Bardi's Hand 


AMR. GENCY EXIT use tis o ox rormtne item World or Academy Word. 
Namen _price vescrptlon 


jm the random dungeons 


Gezev Ext [3] ao [Escape 


SMICROPHONES ve: more toois tor maripuiating the student coun 


PA Mieophone [1] 90 |summon a teacher with the school PA system. 
PA Microphone cr te a mite delven 

PA Microphone |s| 000 |niscuer matters wits Zeniske Financial Services 
PA Microphone rai wit tie Arun Chub over te school PA 
PA Microphone | s|_1000_|Talk with the Chicken Chub over tie school PA: 
PA Mierophone. [rai with the Ervnel Chub over the school PA: 
PA Mierophone | s| 1000 _|ralk with the Suceubus Ch over the school PA: 
PA Mieophons rai th the Cet Chub over ze school PA 
PA Microphone |s| 1000 |ralk with the Warsiag Chub over the school PA, 
PA_Mierophone [Tae velt tie Death Chib wer te school PA. 
’A Microphone _|_5|_ 1000 [Talk with the Fiery Chub over the school PA. 
PA Microphone [raï with the Baciel Chub ver the schoot PA 


ILLEGAL TICKETS ca mese by steating trom or defeating pirates in the Item 


World. Each one unlocks a Dark World stage and you get prizes for collecting them, See p. 195. 


legal Ticker _[o40- [A [Chalenge the X=Dimention 
Tegal Tickor [cmtenss me K- Dienen 
Megel Ticker [eo] 1 [Challenge te X-Dimenslan, 
Tegal Ticket [erutienge te X- Dimensian 
egal Ticker [40 |_ 1000000 [Challenge the X-Dimension: 
Tegal Ticker [Cmienge tie XC Dimension 
egal Ticsot [40 ft (Chillen tas X= Diensten 
egal Ticor [Cmtenge the A Dienen 
Megal Ticker [eo] 1 [Challenge te X-Dimenslen, 
Tegal Ticket [Cmtienge tie N- Dimension 


of (Strongost Entrance) 
oC Irenes Halt] 
(of [Strongest Garden] 
or (Stronger Crossroad] 
(ot [Childhood Memories] 
or IDregon's Rost] 

of [Cooking Corrier). 
of Wens Ee Kehl 
or [Grudgefal Memory] 
of Bate Fremomn) 


Sf 
Da ae k 
sad bate | 
[Used in batlo Âe 
[soto bale Z 
set tate 4 
[oee In bees é 
[Used in batle 
see hei A 
[Used in bele 
se Ie atd 
[Used in battle 
[Usa a bal 
sed to teal vindt, Toy mat to get comet (Rane: 
[ned ozel arl Sander pik pocket geer Ramaer) 
Used to steal stuit by z simooth ertmioal.(Rangs:9) 
zei to mre we Fi Tar am mt Sennan, ama) 
[Used to stel stat À try awesome hand: (Rena: 
timaat Tieket 0 Dimension alie of (Student Chaos] 
ega Ticket EED meren ie of (Tor. 
egal Ticket | 0 |__1__|Crahenge the X- Dimension tide of [Treat Abuse] 
Tegal Ticket Cienia Dinension zie of [NWiimars Days] 
Teen Ticker | | ston |cnaïienge twe X- Dimension side of {Force Educatie] 
EE canins she X- Dimension He of (Arent TAI. 
egal Ticker | | moon |chaïienee the X- Dimension side of [Freezing Soul] 
egal Ticker custenge te Dienst side of [Eternal Tesrtrpl 
maaar Ticket [a0]__1_— |onatense tte X- Dimension ade of [Chaotic CHI 
egal Ticket Cnalange the” Dimension ide” of [Marderous Inter 
Tegel Ticker [0 |_zoomo_|chaïienge me X-Dimenian side of [Futile Revenge): 
oen Ticket haine tho KX Dimensin tide of [No Ranming Halma] 
Hog Tieke | |__1__ [Chatiengs the X-Dimensien side of (Orearieed Corridal 
mega! Tieke [cnatenge te K- Dimension sie ef [Audio Val Roon]. 
egel Ticker | «0 |_acmooo_|cnatenge tie X Dimension side of [Chaim Desis Bartel 
egal Ticker lenge te’ Dimension wide of [Rotten Gruen]. 
meen Ticker | }__ 1 |chatenge te X- Dimension side of [Victins” Eeste]. 
egal Ticker [chatienge tho X- Dimension side of [Waking Nightmare]. 
ega Ticker | 4 | 1asono |Chaienge the X-Dimonslen side of (Captain's Loentior]. 
egal Tieke maten te A Dimension de ef [EV MT voren. 
egal Ticket | a0f_1 | omatenee tide of [How af Agony] 
egal Teter nnen side of (legendary Schoo. 
agar Tieke eo | cmienee side of [Vie Voodoo Dell 
Hoge Tieke cmatenar an of [Pool of Bloot Teenl 
gat Ticker | 40 |_ aaan _|cnatense ide of [Cruel Destiny Pla). 
egal Ticker Chaine de Tof [rear Comeuppaacdl 
egal Ticker | 0 |_iomoo [Coaten the X-Dimension side of [Unsnad Thin] 
Ticker chatenge the Dimension side of [Corpaa Enter] 
Ticker [0 | roomoo [cratienes the X- Dimension side of [Grieving Deathnel 
ker [onarenae an XD mensen te of [Wamteins Hanter] 
Hoen Tieke: | 0 | zooo [chatienen to X- Dimension side of [Death's Pact] 
egal Ticket Craene the’ X-Didansior ude af (Superaro'y Raden. 
ega Ticker | 0 | stmoooo |cnatenge the X-Dimenston side of [Superiero's Apostel 


ME 
OLS, 
vj 


EN 


